DID YOU mm 



We still have the very best PD library 
for the Atari Cl€issic 

There are over 400 disks available 

Many disks are only £1.50 each 

Collections and special sets are even cheaper 

EVERY PURCHASE OF A PD DISK 
HELPS TO SUPPORT THE MAGAZINE 

DID YOU REALISE? 

We still have the entire ST library available 
There are over 1,000 disks 
Dtslcs are only £1 each 
We will send you details on request 



KEEP SUPPORTING US 
AND WE WILL KEEP SUPPORTING YOU 



Page 6 Puhlishhtg's |\J ^ VV 




Issue 65 Autumn 1996 



£2.50 



FOR THE ATARI CLASSIC 




GUANO 



0 LEAGUE TABLE 

Follow your favourite teams 
O SUPER FILE READER 

^ A neat simple way to read doe files 

o ASHommRYOFCommBS 



Celebrate the SOth anniversary 
of the computer 



M TO SCEHi 



HOW TO PLAN 
YOUR VACATION 
ON THE INTERNET 





jfjirr^ti^ til • VI In it ^lii JmSMlBW^S 


1 . 1 mii^ 


Billy 8ob'^T»XQS I 









PLUS ... $mmmES .„ AumAJic pmGmmsG ... wm moRm „. we vpster and Mom 




THanlcs 



Inspiration 



Les Ellinghctm puts It all Logether and fWl^ 
up the g^aps but the real thanks goes to the 
following who made this tasue posaible 

Sandy Ellin j^ham who takes care at all the 
office work, advertising and mail order 

For their cordributiims this Issue 



James Austin 
WUJPtrrter 
John Tanner 
John R^tfison 

^Ilon Pahner 
Jitel Cktodivin 



J<>hn Foskett 
HSWo€>d 
Austin Hillm€m 
James Matthrick 
Oaean Maran 
John S Diwison 



AFOIX>GIES 



1 am still extremely poor In aiiknowlcdglng 
contributions so I apnloglsc to everyone 
who haai sent In stulf ajid iJiougJit it has 
gone through the wnrmholc. The Intention 
to reply tc everyone Is there but the time 
*eema to drift By. If ytau have not heard, 
thank yoti and kcej> watchlrig the mag, you 
might be surprise a. 

HOW IT'S DONE 

PAGE S ahcxws Just vihsii you can with your AUrl, 
New ATARI USER has always b«en created cntlitiy wltli 
Atari equipment, UHUEkll^r on the XL but mo« iiittJv with 
a Mefta STaiKl other stiiif. who tweds PC'a or Macsl 
Hardware irtcludcs a Megil ST2 [upgraded to 4 Mb), 
SMI 25 Monitor. Supra 30Mb Hard Uish, a HP Liiserjct 
III, ClttZKtl ia4D printer, PhOjps CM8e33 inonllor. 
130XE, a couple of 1050 disk drives. fiSO Inrerfoce, NEC 
8023 printer, Principal j?oftwan! uacd is ProtrKt andj 
Fleet Street Public h«r 3.0. Other aortwari; includes K«f- 
mtt, TarfTaiK Turtio Basic and vadoua CL^tom written 
pra^iams on the XL/XE, Artlflcs submitted on XL/XE 
diaks are transferred aerosg to tht ST via TARTTALK. 
Pro^aini arc coded on the XE and printed out directly 
for pnstirtA in after the typesetting Is completftd. All 
major editing Is done with E^text and pa^s are ta.(d out 
with Fleet Street Publisher. Each page Is output dtrectlv 
if 0111 Fleet Street to a Hp La9<r|«t IIJ which prod uces 
ilnlshcd pages exactly as yoa aee them. All that left is 

dr<»p In tti< listings and photos- 
Well. lt\s not quite a& eaay ss that but you get the Ideal 



JJirsC Started this issue several montfis ago 
Sit I haven't gat a clue what / was hstmiing to 
at that tiirWr As J fype (his Ceitie EXon is 
phylng but thai is a ttftle unusual these days 
as m£}St of my listening has been qfNatir>e 
American Music Nothing rietu - / caiVt afford, 
it - onty tht\gs thai I have menOaned in past 
ts&ues. Oh, I a^^lOS^ forgot - Ann O'DriscoU 
very kindly serxt me a CO celled A Woman's 
Heart R and pretty good His too wUh cl 
couple of tracks ihat were already f&vourttes 
Jratn Dolores Keane and Maura O'ConnelL 
Your kindness is very miich appreciated^ 
Ann, in what is becarnlsyg a gloomier world. 

CONTRIBUTIONS 

Without contribut3iinsfrom its readers, NEW 
ATARI USER uwuZd not be possible. PAGE 6 
welcomes and encoxxta^ea its readers to sub- 
mitf articleSt programs and reviews _/br publi- 
cation. Programs must be submiited on disk 
or ca^ette, articles should mherever possible 
be submitted as textiles on disk. We s^k to 
enc&arage jfour participatioa and do not 
ht^ve strict rules Jbr submissions. If some- 
thing interests you* write a program or arti- 
cle arul submit iti 

COPYRIGHT 

All original articles, programs and cither material In 
NEWATARJ USER lemain the copyright of the au- 
th[]T ascTcdltcdr All uncTcdJtcd material is copyright 
PAGE 6. Penn feskiji must be spigght by anyijrte 

to republish any malcrlaf. Whilst we take 
whatever steps we can to ensure the accuracy of 
artli:l^& and prngnunf and the c:s]ntcnts of advertise^ 
mente, PAGE 6 tiannot be held liable for any etrois 
or claliBS made hy advertisers. 

ATARI {TM) It a r«d»tBrBd mdenwtc of ATARI CORP, AH 
releref>c^t •houldbt M IWled. MEW ATARI USER an 
ind^ndent publkertion NXl has no canrH^lion with Al»i or 
with any other compariy or pdbUaher^ 



Emorlai amess: P.O. Box 54, Staltord, ST16 1DR, ENGLAND Te«. 017^5 241153 
Edflor & Publisher: Les EHJngham - Advertising: Sandy Ellingham 
Page layout by PAGE 6 - Printed by Dolphin Press, Rite, Scotland 01592 771652 
HEW ATARI US£R ts published bi-montr>ly Oh the last Thursday of the month prior to cover dale 



Page 6's New Atari User 



PAGE 6 PUBUSmNG's 

ATARI 

'The Magazine for the 
Dedicated Atari User' 

ISSN No. ogsa-TTQs 



REGULARS 




EDITORIAL 


4 


MAILBAG 


8 


THE TIPSTER 


32 


CLASSIC PD ZONE 


47 


CONTACT 


I6C 



STILL A WHILE 
TO THE NEXT 
COPY DATE BUT 
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DISK SUBSCRIPTION 

A disit containing All oi thft M>4t programs from »*ch 
iiaua ol NEW ATARf USER H 9V«iJpt>tB iMthar aaparBlv- 
ly or on si^seriptian. Siing l« pric* £2.05 p«r dislt, a 
disk subscription 3 9v«3 you almost a yMr, Suis- 
se npl I on rata* iasuaa) 

UK £25.00 

EurofM £32.00 

EisAwhara (ua) £32.00 

Els«whara tAjr) £42.00 

to PAGB 0 PUBUSHING and send to 
Box 54, Stqfford. ST16 IDR 



T^cCitoriaC 



THE FINAL COUNTDOWN 



At last, another Issue of NAU pops thir^u^ your door. Thfink you for keeping the falLh 
and not hassling me too much. 
Sadly all the good Intentions for this year have gone to pot as the current ^vtmraent 
continues the pitvious government's policy of trying to destroy tho&e who don't have eonven- 
ttonal Joba. AH this business about controlling inflation meretir sacrifices people like me on the 
altar of those who already have most of the money. Increases in Interost ratcs^ and thus 
mortgage rates, stops people spending money which makes it more and more iiupossibie for 
people Kke me to make a iMng^ As you know I set aside a number of weekends this year to 
oommil to NAU but because each craft fidr that I have done this year has been worse than last 
year I have had to use each of those weekends to do more fairs In order to be able to stay 
afloat That means, of course, no time to complete the Tm%^ This month (OetoberJ has been so 
bad that it is almost certain that 1 will now have to And a conventional part-time job working 
nights, or whatever. In addition to the crafl work. That of course means on^-en less time, God 
knows how I wUl cope. 

It seems obvious that I need to give you, the faithful supporter of NAU, a commitment that 
you wtU get the magazines you expect and whilst I cannot guarantee each issue will be on ttmc 
1 can guarantee that there will a certain number of future Issues. 1 have therefore decided to 
bc^ln the final countdown for Pafe 6/ New Atari User, There will be six more issues of the mag 
after this one and then 1 wUl call It a day. It Is unlikely that each Issue wUl be on the 
bi-monthly deadline but you will get the mags you expect. We arc already the longest 
published Atari magazine and my aim now is to be the first Atari magazine to close publication 
without its readers losing money on their aubscripaons. As your subscription fells due you will 
be asked to nenew onfy for the number of Issues remaining. 

As each issue Is published It will bccomie more and more dtfBcult for me financially since 
there wtU be less and less renewal Income. I therefore ask you to please ensure that you renew 
your subscription for the remaining Issues, even if you no longer use your machine as much as 
you used to. Your commitment thus far has been much commendable, please now stick with 
us to the end. It is vital that we receive your continuing support 

Here's what you can do; 

• Eenmi} i/our sufescFtpWon mhen. r&qussted and knoio that you get the nest 
of your mags 

• Continiw to buy a Jew PD disks now and then as this is our orily m^nns rv^w 
cf odditioncd. support 

• Make sure that you ccfntrtbuts to tiw remaining issiws by wnUng tetters, 
cuticies or sendCnff programs 

1 am committed to giving you six more issues of NAU to take us up to the millennium, 
but I need your support to do that Let's all stick together and bow out gracefully, knowing that 
wc created something great over all these years. 

Les T^fCingltant 
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PROGRAMMING 



SUPER 

FItE READER 



The Super File Reader [SFR] Is a docu- 
ment file reader in Turbo-BASIQ (XL/ 
XE computers only] that 1 have writ- 
ten to enable quick and easy reading of docu- 
ment flies in a property presented fashion 
on-screen* 

SFR has several features which set it apart 
from most Other progt^ns of its type^^ Firstly ^ 
It loads in as much of a document as it can in 
one go, so going some way to removing the 
need to keep the disk in when reading the iile. 
Secondlyp It automatieaUy formats aU docu- 
mcnls during the reading process to cater for 
word-wiap and Lo ensure correct presentation 
when the files are displayed on-screen. And 
thirdly, it allows you to go back and forth at 
leisure through your documents, so you can 
go back and look at anything you might have 
missed or want to read again, 

Although all references made in these in- 
structions are to DOCUMENT files, it is also 
possible to load In and read other files If 
desired - howevert it may be preferable to use 
a word processor program (such as TextPRO) 
for this purpo&e. 

SFR has a text buffer of 26, 500 bytes 
{approx. 26kBJ which will allow document 
[Ues of up to 212 sectors in size to be loaded 
io one pass - in practice this means that most 
document files will load tn one go, however 
files larger than this can still be loaded In 
sections using the special overslae file 



by James Austin 



routines built into the pmgranL 

I hope that you flnd SFR to be a useful 
program. Not exciting 1 know, but It vms writ- 
ten to satis^ a need that t had and so it may 
well prove useful to you too* 



THE MAIN MENU 

All of SFR's Operations are oontroUed 
through Its main menu^ which is displayed 
automatically at start-up. It displays 4 dlfTc- 
rcnt options: 

It] Read in file 
[2] Display tile 
ISl Disk Directory 
[4) Exit SFR 

To access these options, press fll, 12], [3| or 
141 respectively. I will go through each In turn, 
starting with the main two options - 1 1 1 and 
121, 

Options 1 1 ] and [2| allow you to load in and 
display your document flics respectively^ A 
document file must have been loaded in pre- 
viously and be resident in memory before op- 
tion (2] can be accessed. 
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LOADING m DOCUMENT FILES DISPLA YING DOCUMENT FILES 



Prcaa 1 1] fiJTst of all. The main screen will 
clear, and the message READ WHICH FILE? 
lis dtsp'layed. Thl5 Is a prompt for you to enter 
the name of the document file you wish tcj 
load In, so enter U here and pres3 [RETURNl, 
No device should be entered. WUdcajda are 
not supported. Remember to have the proper 
disk In ihc drive before you hit the key, since 
the program Immediate^ begins to scan the 
directory sectors on the disk to locate your 
file. If your file la not on the disk^ then the 
prompt 'NO SUCH FILE ON DISKEtt' will 
appear, and you will be returned to the origin- 
al prompt to try again. 

If your flic is found, then the program wlU 
hnmedtately begin scanning that file's sectors. 
DO NOTTAKE THE DISK OUT AT ANYTIME 
DURING THE LOADIM - the program uses a 
machine code routine to access the Device 
Control Block and Internal Disk Handler 
routines and, although nothing nasty shQuLd 
happen, don't try It! You oould crash the 
computer or even corrupt your disk In so 
doing. 

[f the prpmpt TOO LONG - FOEtMATTING 
PART LOADED...' appears, then the file Is too 
long to load into the buffer in one pasa. Sear 
this in mind for later on when 1 wiU explain 
how to load In oversize files. If the file suc- 
trcssfully loads In one pass, then the pmmpt 
FORMATTlfVfG FILE-. / will appear instead. 
The program is now formatting your docu- 
ment The length of time this \^4ll lake will 
depend on the length of the flic you have 
loaded, also whether It 1* a true document or 
no t If you load a non^documcnt file then you 
may well be waiting a LONG while as the 
program will have a bigger Job on Its hands 
than with a document file. Otherwise, you 
should not be kept waiting too long. Once this 
has been accomplished you will be returned 
to the main menu. 



Now press I2]. The screen will clear and the 
first page of your document displayed on the 
screen. Notice the prompt "PAGE x. OF x' 
which appears at the bottom of the screen 
while this Is being done - this tells you what 
page you are currently on. as well as how 
many pages thero arc bi total. Once the page 
Is completely shown on-screen, this is re- 
placed by a small menu: 

+ - BROWSE P CHOOSE PAGE ESC TO EXIT 

Pressing [+1 will display the next page in the 
sequence ilf there is one), while 1-] will move 
back to display the previous page. Pressing 
lESClapc wiU return you back to the main 
menu. If you press [Pi then the screen clears 
and the message 'NEW PAGE # appears. 
This is a prompt to choose which page you 
wish to go direcUy ix>. Enter the page number 
of your choice and then press {RETURN ]. Only 
vaJjd pa^ numbers will be accepted. The 
appropriate page will then be displayed and 
you will be returned to the above menu. 



OVERSIZE FILES 

Now on to the subject of reading In oversize 
files. To read the next part of the file, press 11] 
again - the message CONllNUE LOADING 
SAME FILE Y/N ?' will be displayed on- 
screen. If you press lY] the next segment of 
the file will then be loaded In, formatted and 
displayed In the same way as described pre- 
viously. If you press INl , then the load is 
Lcrminated and the prompt to load an alter- 
native file comeSi up. It should be noted that 
the previous part of the document file Is lost 
when a new part Is subsequently loaded In, so 
you will need to load the file from scratch to 
view previous pages again. 



e 
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SFRwlll cope with as manv additional parts 
of a document as are required to ]m.d the file 
in completely; It will also ensure that words 
are not broken between sejE^ents of a file but 
are Instead presented in fiill on-screen when 
the next part is subsequent^ loaded In, 



verse-asterisk characters in your documents, 
since this would corrupt the pagination and 
cause part* of your document to disappear. 
The program therefore converts aE inverse - 
asterisks that It finds when loading the docu- 
ment Into '*normar [non-lnvcrsed) ones. 



DISK DIRECTORY OPTION 

Option 1 31 allows you to obtain a directory of 
the files on a disk in the default drive (usually 
drive 1)« Ensure; that a disk is in that drive 
before accessing this Option, 

The directory will be scanned and the files 
on the disk displayed in two columns on the 
screen. If there arc too many files on the disk 
to display on the one screen, the message 
'CONTINUE [READING DIRECTORY Y/N 7' 
will appear at the bottom of the screen. Press- 
ing lYl at this point will dear the screen and 
display more of the directory, while pressing 
any other k^ wlU exit back to the main 
menu. If the files do all fEt on the one screen 
then you will be asked simply to press a key 
to exit back to the main menu. 



EXITSFB 

This is the final option available from the 
menu, accessed by pressing 14]. When this 
optI<3n is accessed, the prompt 'DO YOU 
WISH TO EXIT Y/N T will be displayed. Press- 
ing lYl wUl exit this program and place you in 
the Turbo-BASIC editor. Any other key will 
return to the main menu. 



A BUG 
IN TURBO-BASIC? 



Now here Is a question for all expcrienecd 
readers out there. Is there a bug with the 
INSTR/UINSTO commands in Turbo-BASIC? 

10 DIM TEXT${3):TEXT$-'*@" 
20 LET LOC-INSTR(TEXT$,"**",t) 

I found with this example that LOC e^juals 3, 
not 1 as I would have expected. What seems 
to be happening is that the command Is "^mls- 
aln^f' the first asterisk in the string, possibfy 
because It is beginning ths search from the 
SECOND character in the string rather than 
from the first one as I wanted? Change line 20 
to: 

20 LET LOC-INSTR(TEXT$;'*".0) 

and LOC becomes L ihe answer that I 
thought the first example would have given 
mel 

I wasted a LOT of time with this when writ- 
ing SFR Is there a bug? 



PLEASE NOTE... 

SFR automatically Inserts Inverse -asterisks 
Into your document file to format the pages so 
that they appear prupcrly on-screen. This 
means that It Is not possible to Include tn- 

Page & s N 



FINALLY 

If you experience any difficulties with using 
the program, dont hesitate to contact me at 

CUve Road, Bohhk^t nr. Siltinghotur^, 
Kertl ME 10 JPJ, ENGLAND, and I wlU try to 
help you out as best I can. # 
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DID YOU 
WRITE? 



Yet again we have one 
of those issues inhere 
only a few people de- 
cided to write in. [ know 
the copy daiejor this 
issue was supposed to 
be really chose to the 
date you received your 
last mag, but don't let 
tfmt stop you writiJ^. 
Write to us at any time, 
if your letter doesn't 
make it into the next 
issue it wUl go in the 
one ajier. We need your 
letters, they really help 
us out and let us know 
you are stiR interested. 

Les EUingham 



WHICH PRINTER? 

Reader W IJ J Porter from 
North Chir^ord has a prub- 
ism that he would like your 
help with which rri^Fit aiso 
he a good starting point for an 
ortide^ 

''For many years 1 have used 
an Atari 1020 Printer/Plotter, 
but now It Is not possible to 
obtain supplies and I would 
like to output text from disks 
such as Home FlUng Mana- 
ger. The problem Is how do I 
modify the disk to output to 
my Epson printer? 
The problem also applies to 
other disks which 1 have pur- 
chased fnjm Page 6 Library 
in past years. Perhaps one of 
your more expert readers 
nsay be able to answer this, 
or possibly write an article on 
the subject as 1 am sure that 
I am not the only reader with 
this problem" 

T J don't knouJ ohout Home 
PUing Manjoger which prob- 
ably hns iis owrx tnethird of 
saving fU£S hut I can't see 
why you should have prvb- 
k^ms with Page 6 Ubrarif 
disks which have not be cre- 
ated for specific printers. Of 
course you may be talking 
aboiit programs that uwre 
specifbocdly wrfttenJoT the 
}020. On ordinary DOSji/es 
you rmiy Uke to try using DOS 
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to dump the fUes Co your 
Epsorx. AU you do is call up 
DOS and use the Copy optkm 
(C) with the parameters fUe- 
namerextP: u/hfch iriR dump 
the fUe Jilenain£.ext (of course 
use the name of thefUe you 
U7tmt to print) to your printer. 
YoLt. won't get any formatting 
but at h^t you'll get printed 
oopyr There are nvany other 
ways of getting printed copy 
such as saving text ttersfons 
ojT fUes to disk and then lo€id- 
tng ihem into a. word pnoces- 
sor Maybe this can be done 
with Home FUing Manager* 
Perhaps someor^ can check 
this out and uirite into Mccfl- 
bag or put £t together as an 
article. 



MORE 1050 PROBLEMS 

John Tanner hoi a problem 
timt ths more practical hard- 
ware bi.iffs cart probobly help 
wiih^ 'Tor many years k my 
family has enjoyed the use of 
our original purchase SOOXL 
and the second 1050 which i 
acquired a few years ago. 
The problem? A few weeks 
ago when the machine was 
taking a rest from the chil- 
dren, but was left powered 
up^ I noticed a sixange smell, 
then ] saw a thin stream of 
smoke rising from the second 



1050. The drive Is fitted with 
some sort of enhancer chip 
set (In the U9 socket}, Examl- 
nation of the circuit reveisJed 
that two small capacitors 
(C65, ces?) immediately In 
front of large blue capacitor 
C68 and between TP 1 4 and 
TP 15 were completely burnt 
away, and had slightly dam- 
aged C6S. 1 also noticed that 
CR15 and CR16 (2 diodes?) 
between the large eapaeitors 
C71 and CS8 are both swol- 
len and one is cracked. 

[s it likely that the replace- 
ment of these components 
would restore the disk driw, 
or eould some underlying 
fault have caused the over- 
heating? Advice on repair 
would be most welcome as 1 
have no service manusil /in- 
formation On the 1 050. 

If repair proves ho be not a 
practicable solution a 'wan- 
ted" ad for a replacement 
drive would be the answer, as 
life with the single drive is so 
fmstratlngE 

Incidentally both drhfcs did 
read and write saOsfactorlly. 
although some disks seem to 
have a definite preference for 
one of tliem. however botli 
give trouble with formatting 
with failure: s appearing to 
occur on the final tracks, Js 
there a simple reason for 
this?" 



AND PROGRAMMING 

John nout changes ta£;k arvd 
fancies a bit of prograiruning, 
fits letter continues: " Now for 
sometlilng completely diffe- 
n:nt. I would like to try my 
hand at programming our 
Atari (machine code that is^, 
so i need some literature on 
the subject, including the 
memOiy layuUt of the 
machine. If there's someone 
out there who could help, I'd 
be eternally grateful. 

Finally, a few years ago 1 
began procedures to get a 3W 
disk drive interface from 
Derek Fern, buy for various 
reasons at the time 1 let the 
matter drop. 1 now would like 
In purchase one of these in- 
terfaces If they arc available." 

t Thanks Jbr writing, John. I 
can't help with th^ 1050 prob- 
l£ms (way above my h^adl) 
buf / am sLtre that there are 
readers who can. As to the 
machine code wrl^ng you will 
have to get hold of some 
second-harid books as there 
is nothing currently £n print. 
Best bet is for someone with 
some surplus books to get in 
toijch lyttFi John direct You 
can give him a ring on 01545 
580625 r Of course you might 
be able to help with the disk 
drive problem by talking to 
him but you do please also 
Page 6*5 New Atari User 



write fio MaOhag as I am sure 
that the sotutfons wUl be of 
interest to other reoders* 



DIY BINDERS 

John Hot^tTLsan up in Cumbria 
has some more su^esUons 
for making your own binders 
for NAV which he feels might 
be cheaper than Eiddfes 
Jones' method £n /ssueB4. 
"AgatHt use the Rexcl Bud^t 
binder number 13428 and 
obtain a pAck of Graflx A4 
punched pockets, usually 
sold in I Os but curT^ntly 
available from Asda and dis- 
count staUoners for about £1 
for 40. Take a pocket and fold 
it lengthwise, then cut in two 
with a very sharp knife. Dis- 
card the plain half. Fold the 
half with the white punched 
strip attached, and cut that 
in half again. The result will 
be two trans pai^nt pieces 
152mm long by 1 15mm deep , 
each of which will hold one 
copy of NAU. Split the bottom 
of the pocket, to allow the 
two "pages' to open out. Next, 
careful^ mark the cover of 
your magazine 29mm from 
the top and 29'mm from ihc 
bottom using a soft pencil. 
Obtain a UHU glue pen, and 
apply the gum to one inner 
side of the plastic (bop, mid- 



dk and bottom, then the 
outjer edge In an E shape) 
and pic S3 the back of the 
magazine cover ftrmfy onto 
this. Glue the other half, 
attach to the front cover and 
there you haviq it a 'sec 
through' means of utilising: 
the spring dips In your 
binder 

1^ tips - the second cut to 
hahrc the spine of the pocket 
will cut through a hole which 
Is exactly In the centre of the 
punched spine - always en- 
sure this half hole Is at the 
same end of your mags. In 
the interests of neatnessK and 
always use a very sharp knife 
to cut the pockets - they are 
tougher than you think and 
also very slippery!. Each bin- 
der holds six copies, very 
handily." 

T Many thanks^ John, it is 
always helpful to share 
ideas. In closing John has 
asked- ^ anyone has a copy of 
th*r SYNCAW spreadsheei 
thiry no longer ii^ant as he is 
desperatsjor a copy. If you 
send it in to US, we wUl pass 
it cm. 



KEEP YOUR ST! 

John Hmjtngtjn is one of 
those pec^fe who 'upgraded' 
to a PC but who has rt&iv 
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found that his ST can stM be 
put to good user He e>q>latns - 
*'A while back 1 bought a 
batch of ST PD stuff from 
yoUr My reasons were mainly 
seljQ;sh - to get my three boys 
to leave the PC alone so 1 
oould, use Iti My lads are all 
aged under 8 and the GEM 
Intcrfecc Is not as familiar to 
them as Windows 95 so Ini- 
tially they were all reluctant 
to use the ST, but on Sunday 
[ finally found the time to set 
the &r up and go through the 
doaen or so disks you sent 
me. The Inevitable result was 
that the three ended up fight- 
ing over who had eommand 
of the Joysticks. In between 
punch-ups it kept them 
amused for about 6 hours 
which means 1 have already 
had my money's worth. 

The two young "uns (aged 4 
and e} particularly enjoyed 
the Mr. Potato Mead and 
Spitting Fish games whilst 
the cUdcst enjoyed PacMan 
which, so far as I can seCn is 
Indistinguishable from the 
arciade version. 

Okay, some of the software 
is Incredibly rudlmentaiy - 
the arithmetic testa on one 
disk are just tcjct and random 
numbers - but for the Infant 
school generation ft {a] does 
not seem to matter too much 
and [b) It's helpful to them in 
their work. 
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So. 9c»on as we have 
sucked this lot of disks diy 
rU be ordering another batch. 
The only drawback with the 
^ Is tlie lack of a hard drive 
' It would be great if the files 
were just one [double] dick 
away from running once the 
ST Is switched on. So. 
although It defeats the object 
of encouraging the kids to 
use their own computer and 
not my PC, I downloaded an 
Atari srr emulator from http;/ 
/paclilst. fataldieslgn. com/ 
this week. I can teU you it 
really was ccrle seeing the 
GEM desktop on my PC. I'm 
not entirely sure I have get It 
up and running properly yet 
as I tried an old favourite 
game of mine called Gridiron 
and It said the disks were un- 
readable. I haven't had the 
time to try them out on the 
ST yet to see whether the 
disks are merely unreadable 
on the PC's disk drive or 
genuinely damaged. 

Hiere are, of course, emula- 
tors for the Atari Classic and 
I downloaded the files for that 
toOr The drawback is that 
although L have a 5 14" disk 
drive on my PC, it won't read 
Atari floppies. I've not read 
the documentation thorough- 
ly yet but It appears ihere Is 
some cabling needed lo hook 
up my Atari disk drh^ to the 
PC. There are some Atari 



Classic 'disk images' avail- 
able lor download tom the 
Web, which mean^ yon can 
run those dtrectly from your 
hard drive, taut mo^t of the 
games 1 want to mn are 
s tratcgy games {Ralls West! . 
M"U'L*E*, Seven ClUes of 
Gold} and not the arcade dit- 
ties thai most people seem to 
run of their Atari- 

1 know your correspondents 
have covered emulators in 
previous Issues but It might 
be an Idea If those people stUl 
supporting the Atari Classic 
were to put together an '^emu- 
lator package' for lazy thickos 
like me and publicize it 
through your magazine." 

* Bet you are now glad that 
you didn't sell your ST/or a 
pittatv:e at a car boot s<de like 
so mony other peoptef The 
obvious answer to the lack of 
a hard drive for your ST is ta 
buy OTiei Brieve it or not you 
can still purchase a hard 
drive for the ST (cd least you 
cotdd a couple of months ago). 
They are rtot quite as cheap 
as those available for the PC 
but are cofisiderably less that 
the £30O/£4O0 you had to 
pay for the Supra drives. Be- 
cause the ST is stiU widely 
used in music eroMFonments 
there is quite a deiriartd for 
upgrades and one of t^ie 
music mags recer\tly reportecl 
that The Upgrade Shop in 



Maeclesjield can sitpply some 
amazing hardware upgrades. 
They stale thai an internal 
hard disk drive can be added 
to an ST^ for £100 far a 
1 70Mb model going up to 
£160 for 720Mb. You can Jit. it 
yourself or l\ave it fitted for 
youfor£l5 plus £7 courier 
collectton and deliuery in each 
directiorL A couple of years 
ago The Upgrade Shop were 
also adverUsing external hard 
drives for the ST (at a mutch 
higher price, cdthough th^ is 
sure to have come doum) and 
these may stM be atfoilai^. If 
you are used to using a PC 
hard drive then you mtghX 
think that 1 70Mb is a rc^her 
smaR driue but the PC is in- 
credibly inefficient in data 
storage and 1 70Afb on the ST 
is more than you are ever 
JOoely to need, 1 have a 20Mh 
hard drive and it capes ade- 
quately with oR I hane to do. 
Just think, with 1 70Mb you 
c(m store something like 230 
single skied ST disks! 
If you ujont to get more de- 
tails gtue The Upgrade Shop a 
ring cn0l625 S0344S. 



RANDOM NOTES 

AUan Poimer has promised to 
otyanise some of his ramh- 
Ungs into an articlsfor us 
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{convnltted you r\qw. AUanf) 
but in th^ meantime has a 
few random notes oj tnieres L" 
"Any information on Atari 
StmLdatora for PCs w^ould be 
more than welcome: hopeful- 
ly some of our readers can 
elaborate more. 
- Kevin Cooke's letter In the 
last Issue had plenty of in- 
teresting comments, 
althou^ as you'd probably 
guess from my last letter, I 
disagree with Kevin that the 
Intemet/Worki Wide Weta 
has given him Itmiled suc- 
cess. You need to put a bit of 
effort into a seaLrch for what 
you need and be specific, 
"Sick Building Syndrome" 
would have bee n a better 
s^^arch text than Just "SBS" 

Finally could yon please note 
my new e-mail address which 
Is now AUan_Palmcr@big- 
fooLcom" 

t Many thanks AUan, your 
e^maH addn^^ss should now be 
correct in our Internet Con- 
tacts colxanru Your paint 
about searching on the inter- 
net ts XDell taken although I 
conttrme to have the odd dab 
ble and I still can't get to grips 
with refinirtg searches. The 
prohiem is that aU o/" ihe 
search engirtes seem to use 
different criteria, for their 
search wtth some requiring in' 
verted corj\mas around a 
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phrase, others needing under' 
linijig between linked words 
and yet others needtr^ plus 
signs on words to be in- 
cluded. It is okay if y ou have 
unlimited access to the Inter- 
net at fwme or at uxirk (even 
better if yoa don't pay the 
phor^ MUi hut when you 
hcwe a hour at th^ library, it 
is difficult to learn all the de- 
ferent wotfs of using variousi 
pjograms. Perhaps, Allan, 
you or SOfne other reader 
Cddd do us a. short article an 
the best tixuf to use imrlems 
search engines, ustiig some 
sort of practiced example? I 
know that there are vartotis 
hooks QfdHind tliat may give 
you this £rt/ormftitofi but it 
wouM he hindy to have it in 
orte placer Incidentally Staf- 
Jordshire Libraries are ncm; 
h^ked up ta the Internet and 
very reasoriaHy priced atjtist 
£1.50 per half hour wilh pdrd- 
outs atJusL J per copy. The 
main trouble is that mo^ne in 
the library has the remaiest 
UieaofhGU} to use the Wodd 
Wide Web and can't give a 
nmnce ary help whsitsoever. 
It astonishes me that you 
hnve in have oil sorts of de- 
grees to become alVsrarian 
yet tuhen it comes to learning 
about what wHl be the future 
of irjformation gath^ir^ <md 
research, none' of them seem to 
want to knowt 
12 



GOT A PC? 

Here's a. ivay that you mtght 
be able to help other readers. 
We have to face up to th^fact 
that alotqf our readers wB 
eventucdiy go over to using a 
PC, even they intend to 
keep their Atari systems. Spe- 
cifications of PCs change 
ahm>st weekly so it is virtual- 
ly impossible to recommend Ci 
particular set-up as being the 
best for a particular purpose. 
If you ^ready hm)e a PC, 
how about writing to us to let 
us kiv>w what it is. Who 
makes it? What processor do 
you have? What 'extras' are 
instaRed? lias It been reli- 
able? How often does it bteok 
down? Does the manufacturer 
give good seivice? Does it da 
aU you wanted it to do? 
Woidd you now go for some- 
thing d^eref\t? 
TeU. us about your experi- 
ences for the next Ma^dbag, or 
for a speckd articlet and your 
experience and advice could 
help others in t}^^ decisions. 
Readiri^ reviews in PC maga- 
zines is pretty useless, as all 
they want to do is push the 
latest supersystem and they 
make ft sound as if you mag 
as well not bother ur^ss you 
have the latest 450Mhz pro- 
cessor with a DVD drive, and 
to them £1,000 is peanutsi 
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ACCESSORYSHOP 

IS 

still going! 

Check your PD caUihg 
and try to order a pw 
disks mis issue - it mill 
rmlly help us with our 
fast six issues 



Your practical experience is 
far more vcduable to readers 
who want to make the comr 
mitment so share it with us* 



And believe it or not/oiks, 
that iisos it for Mailbag this 
issue even though there has 
been a lonjgp gap between 
issues. When I first storied 
this issue a couple of months 
ago we only had two letterst 
Let's have a lot more for the 
next one, there is still plenty 
to talk about The address, as 
ahvaysy is: 

MAILBAG 
HEW ATARI USER 
P,0* BOX 54 
STATFORB 
STia IDR 
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SUPERCIRCLES 



Joel Goodwin does 
the maths to help 
you to dratv the 
perfect circle - 
well, almost! 



Drawing a circle Is something that Is 
necessary from time to time but the 
standard routine Is slow. This article 
describes an attempt to speed up the lUUtlnc 
by using an alternative appiuach. 



THE IDEA 



iTie usual way of drawing a circle is- to use 
Pythagoras' theorem. You can uae a SEN/COS 
function approach, but this turns out to be 
slower, Pythagoras' theorem relates the 
radius to the X and Y coordinates of a point 
on the circle, so by varying either the X or Y 
coordinate we can detennlne the other. 
However, the formula used Is Y=SQR(R*R- 
X*X} which Involves a square root function; 
this is what drags the subroutine down. We 
can optimise the method by using the circle's 
symmetiy to reduce ihc amount of work we 



need to do. but SQR is slow and Ideally we 
would like to replace It with something more 
efEcfenL 

The SGR-routlne treats the circle as a collec- 
tion of points and each point is jfbund Indi- 
vidually. Another approach is to try to follow 
the path of the circle: that is, each new point 
Is thought of ajs. an "update" of the previous 
point This la possible through an approxima- 
tion of the slope of the circle; it involves a 
little caJcuius, so If you're interested see the 
Mathematics section at the end of this article. 
This new approach lepla^ees the SQR function 
by ?Ln addition and can also be acceiemted by 
relying on the symmetiy of the ctrcle. The 
resulting ''Superdrcle" subroutine is demons- 
trated in Listing 1 . 



THE DEMONSTRATION 

The demonstration program will first com- 
pare the speed of the standard and supe rclr- 
cle routines. After this, it wiU then attempt to 
erase standard circles with superctrclcs. This 
will show you that the superclrcles are not 
the same as the standard circles; personally, 1 
prefer the superclrcles but It Is up to you to 
decide which one you like best The program 
win then show you a filled superclrcle and 
finally proceed to draw two large circles In 
graphics mode 8 (one is a standard circle, the 
other is a supercircJc). 
The difference In speed will not be so slgjil- 
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NP 2 REH T---===== 

KD 3 REM = SUPERCIRCUS DEWQ = 

PK 4 R01 Joel G^jodwin 

JP 5 m = NEW ^TARI USER - \m - 

m i REH --"t;=;=-z=----- 

XS GIMPHICS 7!P0I:E 7Ii,4jP0KE 780,IS4j 
PQKE 7&9,2A!P0KE 752,I:0IM H*(4a) 

EN 38 First we draw 2 finmal circles. 
'sGDSUB 4888 

FX 48 COLOR I:XC=2I;Y[>2SjR=19;G0SUB 1888 

AK 58 XD=l3?:YM9rG0SUB L88fl 

HP ii Hi=='No« conpare i*ith 2 supercircles 
.VGQSUe 4^81 

CA 78 COLOR 2!X[>13?rYC=2e:G0SUB 2801 

SN e8 Xf>28!YC=59!G0SyB im 

I4i 98 H$='fc^lat[:h supercircles erase nornal 
{Kies/:GOSUB 4888 

XG 188 X079iYC=39 

m 111 FOR R=39 TO 4 ^EP -5 

DY 128 COLOR hODSUB 1888 

EI J 31 COLOR 0:GOSUB 2m 

JL 148 NEXT R 

CP 151 H«='We can also ^ilt a large sifper 

circle^VGQSUB 4888 
UU 168 XC=79!YC=39:C0L0R 2:l^39;SQSyB 388 

TI 178 Mt='Finilly two huge node 8 circle 

s/iG0SUB 4888 
CD 188 5RAPHICS 24rP0KE 789,12iP0KE 718,8 
PD 196 COLOR liXC=?5;YC=95rRi95iG0SUB 186 

8 

m 288 XC=254;GflSUB 2888 
li£ 218 GOTO 218 

IN 999 m mmi circle routine 

FX 1888 FOR DX=B TD fl/SQR(2) 

Ff^ Ifli DY=S0H(R3ER-DXSDX) 

HQ 1828 PLOT XCtOX,YCtDY:PLaT XC-DX,YDDY 

YC 1&25 m DX=IHT(RJS1N(TH™));DY=1KT{R 



SCOS(THETA» 
07 lS3fl PLOT XC+DX,YC-PfY:PlOT XC-DX,YC-DY 
m !B48 PLOT XC^DY,YC+DX:PLQT XC-OY^YC+DX 
(il 1858 PLOT XC+DY,YC-DXjPLOT XC-DY,YC-DX 
m im NEXT DX;fiETURH 
XS [999 m SUPEfiClRaE RQIITINE 
GH 2888 DX=3:DY-1? 

m 28 li PLOT XC+DX,YC4DYiPL0T XC-DX,YC+DY 
OX 2828 PLffT XCtDX,YC-DY:PLOT XC-DX,YC-DY 
NI 2t38 PLOT XC^jYC+DXiPLOT XC-DY,YC+DX 
OR 2848 PLOT XC+DY,YC-OXjPLCT XC-DY,YC-IJX 
m 2858 DY=^DY-(OX/DY):DX-DX+l 
ID 2855 REM DX=DX+l!DY=ISY-(DX/DY) 
XG 2868 IF DXC=DY+1 THEN 2818 
W 2878 RETURN 

jy 2999 REH FILLED SUPERCIRCLE ROUTINE 
GI 3888 DX=3:DY-R 

UZ 3tl8 PLOT XC+DX,YC+DY:DFWrQ XC-DXjYC+ 
DY 

AH 3828 PLOT XCtDXiYC-DYsOWMTO XC-DXiYC- 
DY 

3838 PLOT XCtDY|YC+DX:DRflkTO XC-DY,YC* 

m 

AG 3848 PLOT XCtOYJC-DXiDRmTO XC-DY,YC- 

DX 

HB 3858 DY=DY-(DX.miDX=DXH 
YE 3868 IF OX<=DY+l im 3818 
m 3178 RETURN 

m 2999 REH PROMPT USER _FOR XEYPRES5 
IV 4118 ? CHR$a25)sP0KE 657p28-LEN(l1l)/2 

iPOKE 6Ujlf7 m 
UK 4811 ? ' Press any ie^ to continue 

GA 4B2B POKE 764,255 
'JR 4838 IF PEEKC764?=255 THEN 4838 
SJ 4843 '[ESC, DELETE LlNE]"i!PO«E 764,2 
55: RETURN 



UrnleflfTve = INVERSE CHARACTERS ■ [ ] = COWTRa + CHARACTER <>z INVERSE COMTflOL + ChtARACIER 
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flcant If the program Is nin under 'l\irbo 
Basic, but it Is atlU noticeable, Ttirbg Basic 
has Its own CIRCLE command, which is veiy 
fast (it l9 written In ML, after all) and pro- 
duces a circle which looks diflerent to the 
subroutines presented here. 

The progiam contains three subroutines 
you may find of interest: 

1O00 - Draw •landard cirt;l« 
2000 - Draw supercircle 
^000 - Draw tilled sup«rcirct« 

Each requires XC and YC to be the coordin- 
ates of the centre of the olrcle and R to be the 
radius^ but they do not alter these variables. 
You should also use a C01X>R command to 
select the colour of the circle prior to the 
"GOSUB <circle suhroutino". (Remember 
that placing s routine at the start of a prog- 
ram may improve its speed.] 

'iTte supercircle rouUxie can generate a diUc- 
rcnt circle by swapping the order of the up- 
dates to the X and Y coordinates: the com- 
mands after the REM on hne 2055 can be 
used to replace those on Hnc 2050 If you wish 
to sec the efTecL Note that deletJni^ 2055 
allogcthcr will make the subroutine a little 
more efficient, as the Une Is superfluous to 
the routine . 



THE BUG? 

You may notice that the large mode 8 stan- 
dard circle seems to suiTcr from a Little wiggle 
at the top and left edges of the screen, This is 
not a bug in the method but actually in Basic 
Itself. 

Listing 2 is a program which isolates the 
bug. What this program docs is to plot the 
points corresponding tij the following sequ- 
ence of coordinates: 



(0.0.5) 
(1,0.05) 
(2,0.005) 
(3,0.0005) 



(0.10.5) 
(1,10.05) 
(2,10.005) 
(3,10,0005) 



You would eifpccl all of the points to form 
two straight Unes except for the first pair of 
points which should be Just below the line 
[Basic should round up 0.5 to 1 and 10.5 to 
11). This prediction is correct for the second 
line, but the flrsit wobbles up and downt 

1 lis;ve no eifplanation for this phenomenDii, 
but it doesn't happen If you replace 0.5 with a 
smaller number like 0. 1, 0.4 or even 0.4999. 
The wobbb is clearly connected wlUi Basic's 
roundlng'Up mechanism - this bug is NOT 
present In Turbo Basic. The fact that the 
supercircle subroutine docs not exhibit thia 
problem dcmonstiaites further how robust the 
new method Is. 



THE END 

I have not seen this subroutine developed 
elsewhere^ so I am assuming It Is new. The 
supercircle method could be applied without 
too much dffTLcully tn machine language, 
although floating point numbers would be 

continued on page 4S 
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Jot! SQQdt^in 



1 



SY le m 

m II m 

m 28 GRAPHICS 3:CDLD1? 

RC 48 FOR X=e TO 39 
CE 58 PLOT XjYrPLOT XJtie 
^il 6S Y=Y/18 
3A 78 NEXT X 
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PROGRAMMING 





by John Foskett 



When organising sporting events 
where many teams compete against 
each other, aomi; form of correlating 
the individual acorcs and displaying the over- 
all results In a clear and concise way Is re- 
quired. The organisation of our national game 
over many years has lead to the football 
league tables as we know them today and 
"Leagi.ie Table" was written to reflect the same 
principles exactJyr In the same way as the 
Nationwide footbaE league and the Carltng 
Premiership, League Table gfves 3 points for a 
win, L point for a draw and no points at all for 
a loss. League Table allows you to create new 
blank league tables, to update them by enter- 
ing the Individual scores and to display the 
tables on screen together with the option to 
print the tables out using an Epson compati- 
ble printer r League Table also sorts the com- 
peting teams into order in accordance with 
the points accumulated and where teams are 
on equal points, using the goal dlfTerencc in 
tlie same way as the football league tables. 



THE MENU 

Upon running the program, the following 
menu is presented and each option on the 



menu Is described below, 

(A) LOAD DATA FROM DISK 

(B) SAVE DATA TO DISK 
<C) SORT DATA 

(D) CREATE LEAGUE TABLE 

{E) DISPLAY LEAGUE TABLE 

(F) ENTER RESULTS (UPDATE) 

(GJ UST FILE DIRECTORY 

(A) LOAD DATA FROM DISK: Upon selecting 
this option, a number from 0 to 9 Is prompted 
for to access one of the ten data files pre- 
viously saved to the disk- If the selected file tn 
not on the disk, then an error will result and 
ESCAPE must be pressed to exit. E3CAPE 
may also be pressed to exit from the prompt 
without loading data and without Corrupting 
the data currently in memory. 

(B) SAVE DATA TO DISK: When this option is 
selected, a number from 0 to 9 is prompted 
for in the same way aa option 'A' above in 
order to access one of the ten data fUes, 
Selecting the number of a previously saved 
fUe will cause that file to be ovenvritten with 
the c\irrent data. If the selected file has pn:- 
viously been locked (using DOS), then an 
error will result requiring ESCAPE to be 
pressed to exit. ESCAPE may also be pressed 
from the prompt to exit without the current 
data being saved, 

(C) SORT DATA: Immediately this option la 
selected, the current data in memory is sorted 
into order according to the number of points 
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the teams have accumulated and if some 
tean^ are on the same number of poinLs, 
then the goal dtlFerences are taken into 
account The goal difference being the differ- 
ence between the total number of goals a 
team has scored in the league and the total 
number of goals scored against them. This 
option oan only be selected with data In mem- 
ory, but If selected with no data In memory, 
then ESCAPE must be pressed to exit. 

(0) CREATE LEAGUE TABLE: This opQon Is 
used to create a new blank league table^ If 
this opOon Is selected with data currently in 
memory H then the op don to continue is given 
by pressing either T for Yes or 'N' for No, [f 
is pressed to continue^ tlien any data current- 
ly in memory Is erased, but if W for No is 
pressed, then any data currently in memory 
is preserved, A league may consist of up to a 
maximum of 24 teams or a minimum of 1 0 
teams. The team names may consist of up to 
a maximum of 16 characters each in any 
combination of uppercase letters and spaces. 
Exit is automatic after entering the 24th team 
name, but TAB must be pressed to exit wilh 
less than 24 teams, but note that a minimum 
of 10 team names must be entered before TAB 
is enabled. After exiting In both cascs^ 
ESCAPE must be pressed to exit back to the 
menu. At this point the new blank league 
table data Is contained In memory and so it Is 
only a matter of saving it to disk using option 
'B' as previously described. Note that pressing 
ESCAPE to exit at any other time will erase 



the newly Created data from memory and also 
note that any team name entered which Is a 
repeat of a pre^'lously entered team name 
cither In full or in part will be rejected. 

(E) DISPLAY LEAGUE TABLEt This option is 
used to display the data currently in memory 
on screen f n the form of a league tablCn but 
note that for a true represents tton, the data 
In memory must first be sorted into order 
using optSon "C as previously stated. If this 
option Is selected without any data in mem- 
ory, then ESCAPE must be pressed to exit. 
League tables are displayed on screen In the 
same way as the football league tables are 
shown on television, with the team names tn 
a column on the left, followed by columns of 
figures On the right hand side. Following Uie 
team names are the number of games the 
teams have played, the number of points the 
teams have accumulated , the number of goals 
the teams have scored, the number of goafs 
the teams have had scored against them and 
their overall goal difference. The league tables 
are displayed In four colour soncs for elarlty 
Indicating the top or championship postdon 
In brown, the next three promotional posi- 
tions In grocnn the relegation positions in red 
and the bulk of the table ^ the middle positions 
In the normal Atari blue. No matter how many 
teams are In the league, the bottom three 
positions will always be shown in red because 
tlie relegation zone is moved acmidlngly and 
if nccessaiy the remaining part of the screen 
below the relegation zone will be blanked out 
with the background oobur. ESCAPE is 
pressed to exit back to the menu or is 
pressed to printout the league table using an 
Epson compatible printer. Because of the 
extra width available when using a printer, 80 
columns as opposed to 40 columns on screen, 
extra data has been Included in the printout. 
When printed out, the league tables include 
the teams full home and away records, re- 
cording tlie total number of wins, dmws and 
defeats for both home and away matches. 
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(15 ENTER RESULTS (UPDA TE): This option is 
used to update a league table by entering the 
reltsrant results , but if this option is selected 
with no data In meifiory, then, ESCAPE must 
be pressed to exit All the beam names In the 
league are displayed on screen in their correct 
league positions for reference, a^umjjig of 
course that the d&ta has previously h&en sor- 
ted Into order using option as previously 
described. Entering the result (or the score) of 
a match is achieved by fir&t entering the 
name of the 'home' team foUowed by the name 
of the *away' team after which the result of the 
match is entered. The result Is entered by 
pitsslng a numeral key (0 to 9)^ entering the 
home teams score first foUowed by the away 
teams score. When entering the team names, 
the names may be abbreviated to tlie first few 
letters if required ^ but be camful to match 
with the correct team, the full name still being 
printed on screen even if abbreviations ajB 
used. Normally only the first three or four 
letters need be entemd, but It depends upon 
the names of the teams in the league and 
upon their league positions. To dlsttnguish 
between Manchester Utd. and Manchester 
Cl(y will obviously require at least the first 12 
letters to be entered. After entering the team 
names and the result, a prompt Is given 
asking If the en tered result is correct and if so 
T for Yes is pressed to enter the result or 'N' 
for No is pressed if the entjy is in error. Upon 
pressing T, the currunt data in memory is 
updated and the two teams are marked on 
screen accordingly with an inverse 'H' or an 
Inverse 'A' to signify home or away for refer- 
ence to show that the results for the marked 
teams have been entered. Note that these 
marks are erased w^hen exiting and art; not 
replaced should this option be reseiected. If 
when prompted, 'N' was pressed, then the two 
team names and the result are cleared and 
the current data in memoiy is not updated. 
Entering the results continues in this way 
until ESCAPE is pressed to exit but note that 
option must be used to sort the data into 
Older before a true league table can be dis- 



played or printed out by using option 'E' as 
previously described. 

(G) USTFiLE DtRECTORYi'niis option Is used 
to list all the league table data files On the 
disk for reference. The program allows for up 
to ten files to be stored on disk and this 
option lists each one found as a single num- 
eral each separated by commas after which 
ESCAPE must be pressed to exit. 



USING 
THE PROGRAM 

To clari^ how to use the program, the first 
process before anything else can Ijc achieved 
is tJD create a new blank league table using 
option 'D' and then save it to disk using 
option "B'. Initially file 0 Is best used to store a 
blank file. Load the blank file using option W, 
then use option 'F to update it, use option 'U 
to sort the data into order and then use op- 
tion 'B' to save it back to disk, use option 'E' 
to display ihe league table on screen and if 
necessary to printout the league table. 

Unlike most programs, League Table has no 
limits to the values that the data can accom- 
mtxiate and so theoretically the program can 
accept the normal six-byte values. Of course 
such large values will disrupt the screen dis- 
play and the layout of the printout but it does 
have the advantage of keeping the league 
table data accurate. If all the results of a 
particular football league such as the Carling 
Premiership are entered into the program, 
then at the end of the season as well as 
during the season, the pmgram will produce 
an accurate representation of the actual 
league table. The only discrepancy may be 
when two or more teams have the same num- 
ber of points and the same goal difference, 
but as the season progresses, this becomes a 
very rare occurrence. 
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TECHNICAL DETAILS 



RAM overwriting the message to restore the 
league table. 



AL TERiNG THE SHE OF THE 
PROmnON AND RELEGATION ZONES 

The size of the programs promotion and re- 
legation colour aones on screen arc flJtt^dH but 
they could be altered If required. The size of 
the promotional green zone is estabUshed 
directly by calLtng up the relevant DLJ routine 
within the display list at the 52^nd clement of 
U$ on line 1860 which is an inverse CON- 
TROL-B character. 

To increase the size of the promotion zone by 
one position, move the character one position 
down the string to the 53rd position and re- 
place the original 52nd cliaracter position 
with a norrrml CONTROL-B character. Alter- 
natively to reduce the size of the promotion 
zo ne. Moi-B the character up the strings 

The size of the relegation red zone is estab- 
lished by a local POKE into the display list in 
page six within tlie DISPLAY procedure The 
local POKE is referenced from the variable 
NUM which is used tjo store the number of 
teams In a particulajr league so that the re- 
legation zone always covers the last three 
positions no matter how many teams are 
actually in the league. "POKE 
1580+NUM, 130 ' found on line 690 Is used 
determine the sisic of the rele^tlon zone and 
the corresponding "POKE 1580+NUM.%2'' to 
cancel the DLl call can be found on line 750. 
Nots that both must POKE the same address. 
Using "1579 +NUM" will Increase the size of 
the relegation zone whilst "1581+NUM'' re- 
duce the size, 

If the si2e of the promotion and releg)ation 
zones are altered, then the position of the 
message "PRllsmNG TABLE PLEASE WATT 
displayed when downloading the data to a 
printer will ha^-e to l>e considered accordingly. 
The relevant three Unes of the league table arc 
temporarily MOVEd into U$ before they are 
oveiprlntfd on screen with the message after 
which they are MOVEd back into the screen 



THE THREE DISPLAY LISTS 

The first of the three display lists Is used for 
the program's menu and employs mbced text 
modes. One line of mode two and three Unes 
of mode one arc used for displaying the prog- 
rams titles and eight lines of mode zero for 
the menu. 

The second of the display lists is used for 
displaying the league tables on screen and Is 
a normal mode zero display hst with three 
extra lines added at the top of the screen, one 
line of mode one for the programs title and 
two lines of mode zero for the league tables 
heading and its two option menu. This dis- 
play Mst is located at the page six address of 

1573. There are twio asterisks at the top of the 
display list where the address of X$ {the extra 
lines screen RAM) Is DPOKEd. X$ is deftned 
online 1890, 

The third display list deflned on line 1870 is 
a normal mode zero display list but Uncd and 
with an extra mode one line at the top of the 
screen for displaying the programs tide. This 
display list is used for option 'D' to create new 
blank league tables and option to enter the 
results. This display list is located at the page 
six address of 16 1 1 and it also contains two 
asterisks where the address of X$ is DPOKEd, 
but only the Rrst 20 bytes of X$ are displayed 
since this display Ust only contains a single 
extra mode one line. 

THE FIVE DLlS AND THE ZONE COLOURS 

The program uses live DLl rrjutlnes solely to 
provide the colours for the four colour zones 
used when displaying the league tables* The 
five DLl routines are defined together as U$ 
on line 1900 and MOVEd into page stK follow- 
ing the display lists at address 1670. 

The DLl routines are loaded with the re- 
levant colour values using the unused loca- 
tions 590 to 594 via the 6 ATA siatemf nls at 
the end of the if sting on line 194Q. Since there 
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are only four colour zones In the league 
tables, onJy four DATA statements have been 
Included on line 1940 which makes changing 
the DATA easier when altering the colours , 
The j^fth colour value of 146, the background 
colour is POKEd directly into location 594 
which Is used to blank out the unused area of 
the screen below the relegation zone when a 
league contains less than the inaximum of 24 
teams. 

THE VBf ROUTiNE 

A small immediate VBl routine ts u&cd to 
disable the attract Tiwde, the CONTROL- 1 
stop- start toggle and to disable the lowercase 
and Inverse characters enaurtng that the 
keyboard fs always in the up[>erc:ase mode. 
The VBI routine also resets the DLI vector 
register S 12 to point to the first DU routine to 
synchronise the screen colours with their re- 
spective zones when displaying league tables r 
The last DLI routine also resets the DLI vector 
regfster 512 as a back-up should the VBI 
routine be suspended during data transfer 
when downloading data to the printer. Ade- 
ferred VBI routine is often suspended during 
data transfer so an immediate VBT routine 
has been employed instead. All this results In 
a much reduced screen iUeker when printing 
out a league table. TTie VBI routine is defined 
as VBI$ on line 1870. 

USING A DIFFERENT PRfNTER 

The program was written for use with an 
Epson compatible printer but it may be mod- 
ified to use any printer. The printer control 
codes may need to be altered accord Ingly and 
are to be found on lines 820 and 840. 

For reference when changing the control 
codes ^ the league table should print csul using 
normal size chamcters with the eTtcepllon of 
the heading XEAGUE TABLE*' which should 
print using double widths single height chtir- 
aeters in tiie centre of an A4 sheet at the top 
of the page* The only other deviation is that 
tlie league table s category heading between 



the words 'POS' and DIFF' (inclusive) should 
be underlined. 

A STRANGE ENDPROC 

An ENDPftOC with nowhere to got At the end 
line 920 of the program Us ting, there is a 
strangely placed ENDPROC which can never 
be acted upon because it follows a GOTO 
(G0# NODATAJ. This ENDPROC is simply 
being used to reset Turbo BASICs indentation 
since there is no direct exit via an ENDPROC 
wiliiln the RESULTS procedure which can 
only exit via a POP command back to the 
menu from within the EPTTER procedure* The 
ENDPROC is not an essential part of the list- 
ing but without it. Turbo's indentation is 2 
places indented for the rest of the lisUng 
which gives the incorrect Impression that 
something Is wrong within the Listing which 
Tuihos IndcnlatlDn la supposed to identify. 



PROGRAM BREAKDOWN 



PROCEDURES 



BEEP 

CLEAI^ 

CONTIWUE 



CREATE 
DISPLAY 

ENTER 
FILES 

liNIT 
KEY 
LOAD 
MARK 

RESULTS 

SAVE 
SORT 



Generates tie beep 

Clears the menu marker 

Used with the CREATE procedure 

requiring 'Y' or lo be pressed to 

continue 

Craates new blank league tables 
Displays the league tables on screen 
and downloads the data to a prjriter 
Controls the entering of team names 
Reads the disk's ciirectory and dis- 
plays all data files found on scr&an 
Inidali^ng routine 

Gets A key press from the Keyboard 
Loads a data file Irom disk 
Mad^s the menu options when selec- 
ted in inverse 

For er^terlng ihe i^ndividual results of 

the matches played 

Saves a data file to disk 

Sorts tha data in m@imor^ into order 
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SWAP Used whhin the SORT procedure to 
swap ov^r adjacent team names and 
&ie respectivie data if the lower team 
has a greater number of points or 
when teams are on the same num- 
ber of points, the better goal differ- 
encs 

UNE LABELS 

MENU Star! of th$ menu 
NODATA Start of the NO DATA routine 
SELECT Start of the 'select from menu' 
Routine 

STRINGS 

B$ Defined with 15 spaces following an inverse 

space to erase team names yvhen necessary 

and provldirhg a new wrsor 
f$ Defined as LEAGUE,DT*' (meaning league 

data) where is the numeral sedected wihen 

saving files to disk 
1^ Used in the ENTER procedure to stone the 

data as a team's name is being entered 
LDS Line (dnMvnJ, 40 Cntrl-M characters 
LU$ Line (up). 40 Gntri-N characters 
N$ Dimensioned to 16 characters and rrarmaliy 

used to Identify team names fnom Tt 
P$ Used when printing out league tables 
T$ Simulated string array for storing all the team 

names in a league 
U$ General purpose string 

The screen RAM used for the ejctra screen 

lines 

Z$ Defined with zero characters (the head) used 
for erasing text from &ie screen 

THE ARRAY 

A(V,H): Where V (vertical) represents the num- 
ber of teams in the league minus one, that is on a 
scale of 0 to 23 and where H' (horizontal) repre- 
sents the following league table data.,,. 

H=0 Games ptay&d 

H=1 Points accumulated 

H=2 Goals scored 

H =3 Goals scored against 
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H=4 Home wins 

H=S Home draws 

H=6 Home defeats 

H=7 Away wins 

Hzfi Away draws 

H3l9 Away defeats 

VARIABLES 

AW Identifies the away team 

AWAY The away team's soore 

MM Identifies the home team 

HC^E T}ie home team s score 

H,t^J,K,L General purpose variables 

NUM Stores the number of teams in the cur- 
rent league 

OPT The menu option 

SCR The address of the screen RAM 
0PEEK(S8) 

Z The address of 2$ usod when erasing 

text from the screen 

Many of tl^e program's constants have been con- 
verted into variables to oin serve memory. The 
values of tliese constant variables never change 
and are easily seen since they are preceded with 
the letter N' thus ISI4=4, N8=8, N10=10, 
N 100=100. euc. 



AND FINALLY ... 

Please don't get tt^e impression that I am interes- 
ted in football after writir»g this program! My only 
interest in football is that I aim a Womble, boni and 
brought up in Wimbledon, a stones throw from 
Plough Lane, the original home of Wimbledon FC 
and my wife was bom and brought up in Brent- 
ford, her faiher an ex Brentford player. 



THE USTING 

The /uH listing can be fouivi on this issue's 
disk. If you prefer to typ^ in the listing a 
TYPO coded prints iLfUng is availahle on 
r^uest see inside back cover for detaUs, 
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PROGRAMMING 



AUTOMATIC 
PROGRAMMING 



H S Wood 
demonstrates the 
unique Atari 
Return Key Mode 



command ends the run. 
The value 13 In S42 means 'Read from the 
screen Instead of the keyboard' so that any- 
thing on the screen is Input to the computer. 
This is menttoned in "^MappIng the Atari' and 
In 'Sams Programmers JReferenoe Guide' both 
of which are probably unobtainable but may 
be In lending Libraries fo r reference. 



The ATARI 8 bit Is capable of writing 
It S own lines for a pmgram and this 
technique can be very useful. 
I have included a simple example program 
called RTRNDEM.BAS which has full 
to Indicate how the lines perfijrrn the 'magle'. 



METHOD 



Basically one dears the scree n^ makes a 
program line a few lines down the^ screen and 
prints the word 'CONT on the following line. 
The cursor is then moved, above the UnCn and 
value 13 Is poked Into location 842, The 
'STOP command causes the program to stop 
and the cursor then moves down the screen 
to the printed line which is entered into mem- 
oty. The cursor continues to the 'CONT" line 
and the computer re-starts^ Next the value 12 
has to be put into location 842 and the prog- 
ram is again running normally. The END 



PROGRAMS 

If the pnagram Is made to "LXDOP' many lines 
can be produced and a good example of this is 
a muttne called MCDATABAS which pro- 
duces "DATA" lines Irom a machine code prog- 
ram In memory. The example [ ha\'e provided 
for making 'DATA" lines Is a modified version 
of a 5 line program published in ATARI USER 
dated November 1986 and written by JeiT 
Davis. 

My modifications arc to make it easier to 
type the program (there is a lot of program for 
5 lines) and also to allow memory addresses 
to be entered in cither HEX' or DECIMAL'. 
HEiX is usually easier to use when dealing 
with machine code. 

To use MCDATA.BAS type 'RUN' and follow 
the prompts. The DATA lines made by the 
above program should be 'LIST'cd to disk so 
that the program itself iss not included. Also 
MCDATA-BAS should be protected so that it 
does not get corrupted. 
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DRAWING GRAPHS 

A difTeient program might draw graphs and 
tlms use a FORMULA. This fonnufa can be on 
a single line and will be used every time the 
program is run. However if the formula is to 
be changed to draw a dilTerentgraph the 
RETUftN KEY MODE Can be used to wrlbe the 
same line with a different formula. 

I have a GRAPH drawing program which 1 
call FUNCTN.BAS which is included on this 
Issue's disk. Check the program out to see 
how it works. When asked for 'X' values type 
- 10 and 10. The formula already In the prog- 
ram is T[I)=S1N(X). 

Similarly a program might READ' from a file 
and If the FILENAME has to be typed each 
time the program is 'RUN' It becomes tedious. 
Instead a message can be printed to ask Do 
you want to change the [filename'. Typing 'N' 
will run again with the same filename while 
'V" will ask for the new filename and the prog- 
ram will write a Une with the new fOename. 
This ftlcname wilj continue to be used until T 
Is typed again. 

OTHER USES FOR 
THIS TECHNIQUE 

Other uses for this technique include delet- 
ing lines of a program after It has 'LOAD'ed. A 
long program which "IXiAD's a lot of machine 
code from 'DATA' lines can have the DATA 
lines deleted after they have served their pur- 
pose thus taking up less room In memory. 
Tliere are many more possibilities and Atari 
users will be able to think of plenty. • 

The MCDATA-BAS prGgram can hejQimd on 
the Issue disk. 



EI 1 REM Hl!nHnJHIHS)ESfOH3()(Hm)( 
ES 2 REM * ROIRN KEY MODE OEHO If 
t^J 3 REM % FQR NE» mi USER ]f 
DV 4 RBI )E By H S mm £ 

13^ 5 REM K APRIL j998 i 

EN 6 m mmmmmmnmnmm 

m 7 REN 

Hc le REM m sa lime m.=im m 

m 15 UNE=lSeB 

EE 45 REK m CLEAR SCREQj iU 

NE i5 REN U PRM LINE No. etc IN U 
EB 78 REM U CORHEn ?[Atl (H SCREEM B 
IP 75 POSITION 2,3!? LINE?' DATA "i 
El 9% REM m PRINT HEHS SEmRflTEO ISI 
CF 95 REN m Ei Cdtfe^s m 
HZ m FDR ]=« TO 5 
ML UB ? I; 

DC 115 REM n ctitB TO ^i?m\i Hms n 

QU 128 ? %'[ 
m NEH I 

YS 135 REM n NO Ct>W AFTER U^ST IHN U 
DN 148 ? I 

AH 29& REM m m THE 'm^K' m 
TL 215 REM IIS PRINT ^COKT^ OH LINE m 
UY 2lt m m AFTER DAl^ LINE m 
SC 228 ? ■CONT* 

JC 225 REM m mi CURSffi TO TOP Wl 
JK 238 REH m DF SCREEN m 
KT 235 FOSlTim 2,i 

EH 248 REH m SEJ ^RETURN KEY^ MODE HI 
m 245 POKE 042,13 
OR 258 REH m STOP THE PRD^ m 
m 255 STOP 

HL 268 m m RE5TM ^NOtWL HQDE^ m 
NC 265 POKE 842,12 
DE 278 REH m CLEAR THE SCREEN m 
m 275 ? CHRI( 125) 

HL 288 REH m LIST NEW LINE md END tU 
2fi5 LIST 1888 :ENO 



Underline ^IHVERSECHARACTIRS- [ ]= CONTROL + 
CHARACTER ^< > = INVERSE CONTROL + CHARACTER 
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Features 

and 



A SHORT HISTORY OF COMPUTERS 



A FVTURA Update 
by Austin Hillman 



The electronic stored program compu- 
ter is fifty years old this year. As you 
may know, the prototype of all mod' 
cm compuLcrs 'Baby' has been reconstructed 
in, time for its anniversary on 2 1st June 19SB. 
But what came before It, and what came 
after? 



EARLY 
CALCULATORS 

The first calculating machine said to have 
been built by Wllhelm Scliickard anownd 
1623^ but it was later destroyed In a fire- 
Luckily, he described its workings in corres- 
pondence with Johannes Kepler, thus enabl- 
ing a redonstmctlon to be made of his Calcu- 
lating Clock, This consisted of a version of 
Napier's Bones, for multiplication, sitting on 
top of the mechanical devicE which carried 
out addition and subtraction. 

Glalsc Pascal created The PascaJlne' mecha- 



I 



ilhelm Sdikluird's first f^cylating madiine 



nical calculator in 1642, to aid his father who 
was a tax collccbor, It was a shoe box sized 
device that could add, subtract, divide and 
multiply, but It was mechanically unreliable 
so only a dozen or ao were made , some of 
which still exist. 
In the 1670's Gottfried von Leibnitz cre ated a 
major Improvement to the mcehanlsm of cal- 
culators with the Invention of the Leibnitz 
Wheel which speeded multiplication^ Sadly, 
his own caJcuiator, the Stepped Reckoner, 
was apparently never perfected, as the on^ 
surviving version Is inoperative. 



COMMERCIAL 
PRODUCTION 

The first commercially produced calculator 
using the Leibnitz Wheel, The Arithmometer, 
was created by Charles XavJer Thomas De 
Colmar for use in his insurance company. It 
appeajied in 1820, and around 1500 examples 
were sold over the next thirty years or so 
thank to the new demands of the industrial 
revolution. 

The most famous name in mechanical ca lcu- 
lator design is of course Charles Babbage, He 
designed his Differenee Engine in 182U in 
order to compile logarlUim tables. Unfortun- 
ately Its complexity defeated the engineering 

UitmitE liVbed 

I 



of the day and It was abandoned in 1842, 

Howcvcrn in Sweden, Edvard Scheutz man- 
aged lo build a working Difference E^nglne In 

1 643, based on the work of his father, Pehr. 
He built another in 1 854 but found little de- 
mand for this remarkable device. 

Undetemod. Babbage next designed the Ana- 
lytical E^ngine In association with Augusta 
Ada, Lady Lovelace. This was to be the worlds 
first programmable calculator. The machine 
had an input where numbers were entered on 
punch cards, an idea borrowed from the Jac- 
quaid loom. The store held the numbers as 
required. The miU performed the arithmetic. 
The output printed the answer. The control 
unit was p rogrammable fo r the type of calcu- 
laUon by punch card. Many dfllerent designs 
wem drawn up over the years but the 
machine Itself was never built. 

En 1S85, Dorr E. Fekdevelo^d a calculator 
that was operated only by the action of press- 
ing the keys. It; was called the Comptometer, 
and was advertised as "Uie machine-gun of 
the ofBce" in order to emphasise the speed of 
operation - 

In 1892. William S. Burroughs patented his 
Adding and LlsUng Machine which also used 
a keyboard. It was not key driven, but it was 
the first to produce a print out of the results. 
It became a best seller. 

The American census of 1890 was processed 
by a punch card tabulator created by Hennan 
Holleritli, who Joined with others to create the 



company which would become Jntematlonal 
Business Machines [IBM) In 191 1. 



ENTER 
ELECTRONICS 

In 1930. Dr. Vannevar Bus h of the Mas- 
sachusetts Institute of Technology produced a 
Dinerential Analyser, based on a paper writ- 
ten by Lord Kelvin in 1876. Copies of this 
device were built at several universities. In- 
cluding a Meccano version built at Manches- 
ter in 1 935. It was an electro- mechanical ana- 
log computer designed to solve dillerential 
equations, but It was stUl basically just a 
calculator, albeit a powerful one. However 
things wen? about to change. 

In 1937. the brilliant matliematlclan Dr. 
Alan Turing published his paper 'On Comput- 
able Numbers with Em Application to the En- 
tseheidungsproblcm' This paper lay out the 
theoretical concept of a machine that we now 
call a computer. All that was needed was 
someone to build a practical device. 

Research mathematician George Stibitz cre- 
ated his Model K (for Kitchen] computer in 
1 937. ITiis was a dcvira: using relays that 
could add binaiy numbei^. Developing the 
idea at Bell Labs, his Complex Number Calcu- 
lator was completed in 193Q. Bell was not 



1642 



1670 
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^"Eiy Interested In developing iL but iJie U,Sr 
Army was, they ttwk delivery of five reJay 
eoitiputer^ for ballistic computations. This 
range reached its peak with the BTL6 of 11949, 
although research continued Into the ISSO's. 

Meanwhile In Oertnany. engtneerlng student 
Konrad Zusc began work on a binary compu- 
ter in 1936, tp aid his work at Henschel Air- 
craft. The Z 1 was a mechanical demonstra- 
tion m&Jcl using switches and bulbs , The Z2, 
completed in 1939, used relays, MiMtaiy 
funding for a code breaking model was re- 
fused in 1940. Continuing to work almost 
unaided ^ Zuse and colleague Helmut 
Schreyer, built the 23 in 194 1 . This used 
2600 relays and was controlled by instruc- 
tions on punch tape. The partly electronic Z4 
was completed In 1945, His company ^ Zuse 
AG, founded In 1949 would form the basis of 
the Genrtan csomputer Industiyn becuomlng 
partof Sclmcns in 1967. 

Back tn America, HarvanJ engineer Howard 
Aiken had designed a relay computer, based 
on tlie Ideas of Babbage, in 1937. He per- 
suaded IBM to bufld the Harvard Mark I 
Automatic Sequence Controlled Calculator In 
193a It was Anally Hsmpleted In 1944, The 
Mark 11 arri^'cd in 1947. The Mark 111 In 19S0 
and Mark IV In 1952. These relay computers 
were laiige^ expensive ^ and only ten times as 
fast as a mcdhanical calculator, but Lhey Vn^ere 
reliable and could work 24 hours a day. 



A 30 TON 
COMPUTER! 



During the war America was desperate for 
accurate ballistic tables. Physics Professor 



John Mauchly proposed an electronic compu- 
ter In 1042 but it was not until April 1943 the 
Army sanctioned the building of the Electro- 
nic Numerical Integrator Analyser and Com- 
puter - ENIAC. It Bnally enteraJ senJice In 
February 1946. It was a huge device contain- 
ing L8000 vah'ea and weighing 30 tons. It 
could handle numbers of up to 20 digits and 
hold 10 of these numbers in Its store. It was 
also very fast, up to 5000 calculations per 
second. 

Tt had been thought that ENIAC was ihe first 
electronic programmable computer. However 
the UK government revealed fn October 1975 
that an electronic computer, code name Col- 
ossus, was operational at Bletchley Park In 
I>ecember 1943, and that ten units were 
operational at the end of the war. They re- 
placed relay based machines that had been 
used from 194L These 1500 vah^e code 
breaking machines were built by F*rofessor 
M.H.A. Newman and T.H. Flowers, based on 
the ideas of Alan Turing. Development was 
continued on the Colossus design at the 
Radar and Telecommunications Res^rch 
Establishment until 1963. 

Work began on the successor to ENIAC ^ the 
Eleqtmnle Discrete Variable Automatic Calcu- 
lator ' EDVAC, In 1946. It was eventually 
completed fn 195 L as in the meantime John 
Mauchly and J.P.Eckert had left the project to 
form their own computer company. After 
creating BINAC for Northrup Aircraft in 1948, 
they produced a commercial computer, UNI- 
VAC 1, in 1951, the first to use magnetic tape 
for storage of data. Remington FCand bought 
the company in 1952 and sold 48 units, the 
last of which was turned off In 1970. 

Mathemadcian John von Neumann had 
worked with Alan Turing In the late 30's. He 
published an Influential paper on the design 

B^b^t's Dilfcpiite Engine 
The Arithowawlgr | [ 
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of a stored program compu ter In 1 94S, After 
working on EDVAC he created the lAS com- 
puter at the Institute of Advanced Studies at 
Princeton in 1952. This machine was to 
heavily influence future computer design. 
At the National Physics [.aboratoTy, Turing 
designed the veiy powerful Automatic Com- 
puting Engine - ACE, before Joining the Man- 
chester Unlversi(y team in 1948. ACE was 
eventually built In 1957 after the less ambi- 
tious Pilot ACE had been constructed, This 
was to form tlie basis for the English Electric 
range of commercial computers. 

THE FIRST 
REAL COMPUTER 



ton. This was developed Into the LEO 1 com- 
mercial computer of 1 964. Leo Computers 
Limited built about 100 units and became 
part of English Electric in 1964. 

Birkbeck College produced experimental 
models based on the IAS design ^. which were 
the inspiration of the commercial units made 
by the British Tabulating Machine Co., now 
known as Interna On nal Computers Limited. 

The mighty IBM despite building tlie Harvard 
computers was not really interested in this 
area until it was approached by the US gov- 
ernment. It built the IBM 701. based on the 
IAS design, in 1953. It was surprised to get 16 
orders for this modcL Now convinced there 
was a demand for computers, the IBM 702 
and 704 were laundied in 1955 for commer- 
cial use. 



The first stored program computer was 
therefote the Manchester University Mk 1 
Baby', created by Professor Frederick Wil- 
liams and r>octor Tom KUbura. This 600 valve 
unit, capable of processing 800 instructions 
per second, used a memory device known as 
a WiUlams tube. This was basically a cathode 
ray tube adapted to store 128 bytes of infer- 
mation. Tlie Manchester team later collabo- 
rated with others to produce a commercial 
version, the Ferrand Mk 1 in 1951, which 
lead to the Pegasus of 1959, foUowcd by the 
Mercuiy and then the Atlas, the fastest com- 
puter available in 1963. 
Cambridge University produced EDSAC - 
Electronic Delayed Storage Automatic Calcu- 
lator, a scaled down ^-ersion of EDVAC, In 
1 949, The Cambridge team also assisted v.'ith 
the design of the Lyons Electronic Office, a 
massive 6000 vaKfe unit, whose 'memoty' was 
a coUecdon of mercury tubes weighing Haifa 
Analytic^ EigiTic 

I 



FIRST USE OF 
TRANSISTORS 

Transistors, invented In 1947, were first 
used in the TX-O [1 raj^sis tor eXperfmcntal 
computer) built at MTT in 1956, They finally 
supplanted the ml^ty valve hi the IBM 7000 
series of ISSO, 

Integrated circuits, created in 1958, first 
appeared In the IBM System /360 range of 
1964. The BASIC programming language was 
invented by John Kcmeny and Thomas; Kurtz 
that year. 

The Intel Corporation, founded In 1968, 
pioneered the development of memory chips. 
And it was here that Marclan E,HofT produced 
the first microprocessor, the 4004 (a 4 -bit 
processor intended for use in a pocket calcu- 
lator), in 1971. 

C-omptuiiieter Adding; and Listing. Midline 

IBM found ed 
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THE HOME COMPUTER 

Hie first home computer was the the Altalr 
8800. launched as a kit In December 1974, 
by Micro Tnstrumcntatiori and Tekmetjy Sys- 
tems, It used the Intel 8080 elght-blt microp- 
rocessor { 1 973) and had a minuscule 256 
bytes of ram to work with. Basically a large 
box with 3orae switches and pretty hgtits on 
the fmnt it could do wiy little. It cost $3^7. 

In 1976 the 6502 microprocessor was laun- 
ched by MOS Technology [based on the 
Mototola 68CKJ of 1974) and used in their KIM 
1 (Keyboard Input Monitor U l«it computer. 
The success of this crude device supposedly 



encouraged Commodore to launch the PET 
(Personal Electronic Transactor) in June 
1977. 

The home computer boom was now Just 
amund the corner, the Atari 400 and 800 
wculd soon arrive to do battle with a flood of 
micro's that came and went in the 80's, Brit- 
ish proved to be best as the Sinclair range 
saw off allcomers, including the Japanese 
with their compatible MSX models. The IBM 
64 k PCjr of 1 98 1 initially seemed to be 
another fallum but after a slow start the PC 
and Us many clones have emerged as the 
winners of the hardware battle - at least for 
now. 



i 
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PROGRAMMING 



TEST CARD 



John Foskett helps 
you set up your TV 
for the perfect 
picture 



The test card utility program was writ- 
ten as an aid for television and moni- 
tor alignment to ensure that they give 
the best possible display , This program^ a test 
card or any pattern generating equipment Is 
used to provide a standard image on screen to 
gfve a visual indication when setting up the 
Internal adjustments of a television set or a 
monitor. 



CAUTION! 

At this point a cautlonaiy note is necessary, 
television and monitor alignment is a skilled 
Job which should NEVER be attempted with- 
out prior knowledge. Such equipment con- 
tains very high voltages which can be danger- 
ous so ALWAYS be earefuL RemGmber at all 
times that electricity cannot be seen, hcEu-d. 
smelt or tasted r it can only be felt and once 
felt it might be too late, su treat electricity 
with the respect it desen'est 



POOR QUALITY 
PICTURES 

It is really amazing haw so many people put 
up with poor quality pictures when watching 
television ^ but much of the time they are 
unaware of the problem simply because the 
quality of a picture deteriorates veiy slowly. It 
is extremely dlfllcult to notice misalignment 
when watching normal television picturesn 
but the problems show up clearly when using 
a test card or a pattern generator 



USING 
THE PROGRAM 



The Test Card program provides a grid of 
horizontal and verti^^al lines which are evenly 
spaced with a large circle In the centre. This 
Is used to ensure a good linear display such 
that the lines are evenly spaced over the en- 
tire screen both horizontally and vertical!^ 
and also that the ttrcle is circular and not 
ellipticaJ in any way. The lines should appear 
straight Without any cur^-ature or klnks- 
Within some of the boxes formed by the grid 
and spread evenly over the screen are small 
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m n m mmmmmmmmm 

DK 2i m t THE TURBO TEST MftP I 
US 38 REM It FDR MONITOR ALIWENT I 
HR 48 f?Eri i WRITTEN BY JOfH FOSKETT K 

DO 45 RE?1 I — — J 

KL 58 REM K NEW mill USER - lP9e )f 
PR 63 RQi Hli)(HHHHH)(HHI^3(3(in 
BN REM 

^ 7i N24=24:GRAPH1CB N24:RJKE M,64:PDKE 
53774 , 64 ; POKE 7 18 jX8 iNfr^>(a+;i 3 :C0L="^8 ; 

EXEC COLOUR :N256=254S 
HD 88 RESTQRE 38e:F0R 1-8 TD 33:READ J^PO 

KE !53^+l,J;NE)(T I 
BJ n RESTORE 98 [FOR I='^8 TO NirREAD JiPO 

KE DPEEK(5i8)+J,143:NE)fT l-MJA IB, 48, 

64,SSJ 14,138,162 
PL 188 POKE 542fii5,Mfi:DP0KE 512,153^s0P0KE 
548,1559;P0KE 542B6| IPZiDIH A$(N256) , 

B$<hl256) 

KQ 118 At=CHRt<255):A$(H25iS)-CHRt(255):A* 

(>^2>=A$ ! B$=' [ , r ie$(N256) r , ] ■ ? b*g^ 

25=Bl!BI(46)='?'!B$<2ll)='?'iB*(47)=BI 
(46) 

TP I2i m I=K8 TO N6^^IiN24i44:B*U,J+^^ 

!)=■[, 1[,1":!«XT I 
OF 138 REM Set-llp PHGs 
JN 148 I=PEEK(lfl6)-4e!PDKE 54Z7?,hPM^U 

N2S6:P0KE 53277, X2; POKE 623, 8: POKE 7H 

,IB;PQKE 785,18 
ZU 158 FOR M% TO ^3!P0K£ 53248+1 .^CSjPDK 

E 53256+1, ^l4(^a2)^^2^^fEXT I 
JT 168 FOR \=n TD '/IsHOyE ADR(At) ,PMBHfi 

24+nM256,N256!NE)CT I 
1*^ 178 FOR I=X8 TO '^1:I10UE ADftCB*),miH5 

36+IIN256jN256:NEXT I 
HE 188 REM Print Graphics 

m COLOR XhFOR 1=11 TO 191 STEP N24 ! 

FOR J=?!B TO y.U?m :i8,I+J:DRmT0 319, 

l4JsNE)a JsNDfT I 
00 289 FOR ]=^^3 TO 319 STEP N24:FOfl ^^'M 



iby.UKm i+j,5;8!Oft*rTO i+J|191!Mext 

JjNEXT I 

CI 218 FDR 1=15 TO 31? STEP 48 s FOR J=23 T 
13 !98 STEP 4SjPL0T 1,J!PL0T HX1,J:PL0 
T ],J*'^l!PLOrT l+Xl,J4^UNEXT J:NEXT I 

YS 228 FOR 1=159 TO 168! FOR J=?5 TO 96SCI 
RCLE I,J,95:NEXT JiNOCT I 

LW 238 REM Print Text 

\*i 240 TEXT 48 ,>i8,'Tt€ TURBO' iTEXT 2%E,y.^ 
,'TEST CARDVTEXT 16,ie4,'J]IH FOSKETT 
'jTEXT 2I5,lB4,'mRCH 1997" 

RF 258 REM Turn On PHGs 

2i56 POKE 559,58: RESTORE 268:FDR M8 T 
0 X3IREAD JsPOKE 53248+ 1 , J sNEXT ]\m^ 
15,219,186,138 

YS 278 REM Qptiprtj 

EA 288 DO :1=P£EK( 53279)! IF l=N6!C0L=C0L+ 

IfijIF C0L)248!C0L=Xe!ENDlF sEXEC COLOU 

RrPAUSE ISiENOIF 
HC in IF l^/.2 THEN COl^liEXEC COLOUR 
JU 388 IF 1=5 TWEN J=22:F0R MB TO N6!J= 

J+32!P0KE 598+1, J!POKE 686-1, JiNEXT I 
SW 318 IF PEEK<752)=17 THEN POKE 732^^8 :B 

ACK=14B-8ftCKiP0K£ ?l2,BftCK;P0KE 7l8jflA 

CK 

m 328 LOOP 
JK 33B -- 

W 348 REM Load CqIquti. 

RJ 358 PRDC COLOUR :J=C{]L J FOR 1=XB TD N6j J 

=J+;i2jP0KE 5PB+I, JsPOKE 6B6-I,J;NE)a 1 

!ENDPRDC 
JO 36fl -- 

UE 378 REM DLI Data 

EN 388 DATA 72,138,72, U6, 2^3,238, 283 j 119 
, 7B,2, 141, 28, 2BB,189j88, 2, 141,21,288,1 
84,178,184,64 

XA 39B RE3i UBI Data 

LX 488 DftTA 72,169,8,133,77,133^283,184,7 
6,l3Bjl94 



Underline = INVERSE CHARACTERS - [ ] s COWTROL + CHARACTER ■ < > = INVERSE CONTROL + CHARACTER 
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PROORAMMING 

PMG PROGRAMMING TIPS 

by John Foskett 



When Tiaidg PMGs, it is normal practice 
to lower RARITOP to provide a protec- 
ted area of RAI^I in which to akjre the 
shape data and oonventiondlly for single line 
resolution^ PMGs require 2 kBytes or 8 pages of 
RAll In actual fact the PMG data only requires 
5 pages of RAM far storage hecsiuse the 3 pages 
of RAM immediately helo w the missile shape 
data is always unused and is therefore wasted if 
RAMTOP 13 lowered by a pages. It in poasiblfi 
however to protect only the required 5 pages of 
RAM leftT-ing the 3 pages of unused HAM avail- 
able for BASIC which is achieved using.... 

RAMTOP=PEEK(106):POKE 

1 06,RAMTOP-5:PMBASE-RAMTOP-e 

If you lower RAMTOP by the conventional S 
pages and you are not using the missiles, then 
ynu have 4 pages of protected HAM immediately 
helow the player shape data free for use^ ideal 
for storing a whole new redefined character set. 

If you are only using one player in a programf, 
then use PLAYER 3^ the highest in RAM so 
that you only need to protect a single page of 



RAM for its shdpe data storage. This will allow 
you a whole 7 pages of extra free RAM, It then 
follows that if you use 2 plsiyers in a program^, 
using PLAYERS 2 and 3 will save 6 pages of 
RAM, etc. 

Alternatively^ you dont have to lower RAM- 
TOP to protect your PMG data (or any data for 
that matter), you could allow BASIC to en- 
croach into the data area if you wish. The great 
Advantage in doing this is that you will immedi- 
ately notice when you have used up all of the 
available RAM since it will show up on screen 
as rubbish in the PMG stripes, But you loaust 
however define your PMG shapes early in a 
program before defining strings otherwise the 
PMGs wiD overwrite the strings instead. Not 
lowering RA^^TOP in this way will avoid the 
"Out of Memory" error 2 from occurring which 
can cause a crash- Loops and subroutines need 
RAM in which to function and if insufficient 
HAM is available for ihiSp then stack errors can 
occur when a program is run causing a crash 
and therefore the loss of your program. • 



TEST CARD 



continued 



spots which arc used to ensure accurate 
focusing, all the spots as well as the rest of 
the screen should appear clear and sharp. It 
Is much easier to set the focus by using smiill 
spots rather than by using lines. Initially in 
the centre of the circle is a grqy a-cale fh>m 
black to white which Is used to set up the 
brilliance and contrast adjustments and the 
colour balance to 0vc the full range of greys 
without any oolour tinge. Pressing START will 
slowly cycle through the colours giving colour 
scales to ensure a good colour range and 
balance;. Pressing OPTION returns the grey 



scale and pressing SELECT displays a range 
of colours at a mid- brilliance setting. Pressing 
HELP toggles the background cobur from the 
Initial black to the normal Atari blue which 
more easily shows up the flyback lines and 
also tuning inaccuracies. When blue, the 
screen should be clear without any back' 
ground roughness or flyback visible. At the 
sides of the screen are two vertical sblpes to 
aid the horizontal and vertical positioning of 
the display within the boundaries of the 
screen to ensure a perfectly centred picture. 
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it's 



The TIPSTER 



This issue aur re^ukr Tipster ^mms ^aufirick^ 
cmcmtmus m som !PuBik 'D<mmin ad'tPtntum 
avaiiaSd from tfU iPtj^e 6" LiSmry, Hun art 
hundrtdsi if not thousands/ of IPZ) £ames avad- 
oBk cf lipids so fiotif aBout some Rittts md 
iipsfar tlUse for futitrt issues? Ihe/utuie is 
htre, it nm^ twt Bt mm^t But it cmtd Bt 5*©/ 



LIVINGSTONE 

Page S Adventure Set. #1 Disk 2 A 
P«g« e LiJ^raty ^isk #30 



The mapping system for the game is unneces- 
sarily DomplicaLcdj and detrsicts from the gamep 
however there k a ay stem to it - you will need 
to be patieDt and pcTsevere with this game. 
Some Mrit3 to help you on your way: 

In the hedroom, wear the boots and the knap- 
sack, open th& bookt read the bf>ak in bed^ and 
type DRIFT. 

Should yuu find your path blocked by quick- 
sand, merely JUMP QUICKSAND. 
Catch the mouse in your knapsack, then free 
the mouse when confronted by the leopard. 
When you have the diamondj if you SAY 
SWAMI you will find yourself back in your 

Catch the viper^ and free it near the dog. The 
viper is in the tree. 

You may find ymiraelf trading with the natives, 
however^ do not take the spear into the native 
village - the natives will take it as being a 
threat. 

Maybe someone could come up with a map or a 
mraplcte solution - 1 really lost enthusiasm for 
this game because of the m:gpping system r A 
Tipster challenge maybe? 



DUNGEON 
OF THE GODS 

Page 6 Adventure Set #1 Disk IB 
Pa0« 6 Lihraty disk #23 



The aim of the Game is to escape from the 
DuTiitieon of the Gods - here are some hints 
and tips to complete the garrK, in no partJcu- 
lar order: 



OPEN BOX In the first room whilst holding 
the bar 

POTION 1 and POTION 2 will make you 
either weaker or stronger - use carefully 

INSERT the c^spper COIN when In tht taslno 

WAND O will shoot lightning bolts, use It 
against the slime ^ but not the black dragon 

To ust the magic dust, WAVK DUST 

Use the LANCE against the BLACK DRAGON, 
aind the FIAMING SWORD against the 
BILACECUBE 

Collect ttie PLATINUM BAR, the mAtHONDS. 
and the ClffiST OF THE GODS befoiie you 
esoape Ibr maximum points 

READ the SCROLL at the RED DRAGON 

THROW the BAIX at the STATUE 

POUR the ACID at the entrance 

WAVF WAND 2 at the STEEL DOOR 

PUSH BUTTON in the STRANOE RED ROOM 

to get to 'the west end of a prison cell' 



D 
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LIBRARY 



fUm ROOM 



LAB 



ROOM 

Bill 



K3TCHEN ^ 



CASIh^O 



To Tiny Hall 



DRAGON 
ROOM 



DARK 
HAli 

Bltck Cube 



WORKSHOP 



SQUARE 
M ROOM 



To Dirty 4 
'Ou$ty Room 



To SnxjII Room 



STAIRS 



LARGE 



STORAGE 
ROOM 



_ STAIRS UP 



THRONE 
ROOM 
nttu 



BOONIMTH 
IVORY TABLE 



TREASURE 
VAULT 

BoiLc/Fiitbiiiiii 



SMALL 
ROOM 



WIZARDS 
WORKSHOP 



To 

Small 
Chamber 



fiOOMWITH 
STEEL DOOR 



MUSIC 
HALL 



ROOM WITH 
ABiASSTAflU 

C4!d 



WEAPON 
ROOM 



STORAGE 
ROOM 



WENO 
OF CELL 



I END 



Dungeon of 
the Gods 



TINY 
PASSAGE 

Pgtfoa 1 
I 



TRIANSILAB 
BOOM 



DIRTY 
it DUSTY 
ROOM 



END 



CHAMBER 




CHAMBER 


OFTHi GODS 




OF DEATH 


Cb»t 







BRIGHT 
M CHAMBER 



VERY LONG 
CORRIDOR 



HDGE 
ENTRAhtCE 



To Stairs Up 



SMALL 
CHAMBER M 



DARK 
CORRIDOR 



TINY 




1 

LONG 




SMALL 


HALL ; 




DARK 




ROOM 






CORRIDOR 







To Room ' 
with Steel 
Doof 



To Stairs 



STRANGE 
RED ROOM 

Butt Q& 



To W End of 
C«ll 



More Tips 
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QUEST 

F«£e 6 AdTenture Set #1 
Fa£e 6 Library dbk #23 



Solution: Cut across country, 

mind your own business^ kill the hobgoblins, 
search the hobgobUns (find soimEthlngOi ga 
south, go southH 
reason with the 

go isouthf go cas- 
tle^ go door, say 
something to ttie 
wizard, go door, 
attack, go cavc^ mn 
to back of cave, 
read runes, say 
wcjitdn unlock 
door, lift stone 
door, go into 




COLONY 



The following tips for Colony Irom Bulldog/ 
MastErtjionlc were disco vertd on my Hard 
Drive when; they were obviously transferred 
to from an 8-blt disk but I can't find the 
original disk so I can't credit the Tipper, My 
apologies and thanks to whoever you are. If 
you care to Eidmit 'It was me' I will happily 
give y-ou a mention In the next Issue. Anyway 
here are the tips for Colony: 

Want lots of money fast? Order lots of 
extra seeds from the supply ship, and 
as soon as it arrives take them straight 
to the mushroom/seed store, but don1 
drop seeds. Instead, deposit 
mushrooms, and the computer will think 
you are depositing mushrooms ten at a 
time, and credits your account accord- 
ingly. This doesn't always seem to work, 
but does most of the time, 1 think you 
have to deposit the seeds before you do 
anything else, once the supply arrives, 
but I'm not positive. 



HELP ... HELP ... HELP 



This request comes form ihe same unknown 
source as tJie Colony tips but if you have the 
answers, I am sun: they will be of interest to 
everybody so write in. Help please with 
PANTHER. (Mastertronlc). Can t get 
past the plasma wave. Tbo bloody impossible , 
and seems to last forever- Can it be done, and 
if so. hov/? 
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Remember The Tipster needs YOU 
t& stay alive. Write now to: 



THE TIPSTER 
NEW ATARI USER 
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PROGRAMMING 



TURBO 
TUTORIALS 



Gavan Moran 
brings you a Jem 
examples to 
illustrate the 
power of Turbo 
programming 



PAC DEMO 

This demo fs primarily an example of how 
the MOVE command of IXirbo Basic can be 
used to animate player missile graphics. A 
few other features of Turbo Basic arc also 
uacd and provide a good example of the way 
in which Turbo Basic simp lifies programming. 

WHAT IT DOES 

An animated 'Pacman' flgvire is chased 
across the screen^ from right to left^ by a 
ghost, 'llie pacman eats a 'power plir situated 
on the left hand side of the screen. At thiSK 
the message TUE?BO POWER' appe^ira In 
large letters across the screen, the ghost 
changes colour to blue and the pacman 



chases the ghost back across the screen, 
eventually eating It. 

HOW IT WORKS 

Lines 190 to 410 contain the setup proee- 
duie. Player/ missile graphics are used to rep- 
resent the pacmartH ghost and power piU. The 
play field is a GRAPHICS 19 (3+ 16) screen. 

The routine to draw the 'turbo power' mes- 
sage Is contained in a separa^lc prt>ccdure 
[lines 150 - 170) and Is <^lcd by the setup 
procedure. The TEXT command Is used to 
plot the lai^ lettEre - these can be quite 
effective. 

Note the use of hexadecimal numbers in line 
280, This is a helpful feature of Turbo Basic 
as It allows direct use of hex numbers in 
programs - useful for machine language prog- 
rammers. 

A DO ' LOOP loop is used to read the F/M 
data Into memory. An EXIT command Is used 
to escape from the loop when a - 1 Js encoun- 
tered In the data. The data is read Into the 
normally unused memoiy area between 
PMBASE and the mlssUes. A number of ani- 
mation frames' may be Stored here (up to 384 
bytes in double Une resolution or 768 bytes 
using singk line). 

Back to the main program which fs con- 
tained within a DO - LOOP loop which con- 
tinuously executes the main body of code. 



Pa^e G's Nsw Atari User 



35 



Two FOR - NEXT loops control the move- 
ments of the players from rtght to left and left 
to rlgjit respectively- Both these routines call 
the MOVE-PLAYERS piocetlure and It is here 
that the real beauty of the MOVE command 
becomes appajrent. 

As 1 said earlier^ frajiKs of p layer data aie 
stored In the unused part of player memory. 
The MOVE-PLAYERS procedure uses the 
MOVE command of Tbrbo Basle to transfer 
these Into the appropriate player - thus we 
have a simple but effective player/missile ani- 
mation system! If this sounds famiUar then 1 
recommend, you read the article 'PLAYER 
MISSILE GRAPHICS' In issue 15 of PAGE 6 - 
tiie technique used the re Is virtually fdentjcal. 
Who said Turbo Basle had no player/mlsslle 
commands? 

So there we have It - a simple but efTective 
Ttirbo Basic demonstnatlon which would 
probably hav<; taken at least three times as. 
mpuch source code In normal Basic, not to 
mention a machine language subroutine. 
Hopefully the code fs easier to read than nor- 
mal Basle too, but I had to compress It some- 
what to make it fit Into one page. Remember, 
MOVE can be used for other tasks too - such 
as moving character sets or display lists. 



TEXT PLOTTER 

Ihis program hopefully Illustrates the power 
of some of the more unfamlUar Turbo Basic 
commands. Also. 1 hope. It should be useful 
to those people who use ATARI ARTIST or 
MICROPAINIER software as tt aDows the user 
to add text to pictures which arc saved In the 
standard 6£ sector picture format* 

SB 



USING THE PROGRAM 

The program uses a mbeture of both joystick 
and keyboard commands, [nitlally, when 
RUN, a blank screen will appear with four 
small orange dots In the upper left hand cor- 
ner. This is the cursor - use the Joystick to 
move It around the screen. It denotes the 
position of any text that will be printed. You 
may add text by pressing the fire button and 
then typing in your text, tErmiriated by a 
<REnrURN>.To save this screen press the 
greater than (>) key. The screen will then be 
saved as an uncompressed 62 sector file cal- 
led D; PICTURE Lo which a picture may be 
added using an ait package at a later dale. 
Most llkefy, you will want to add text to an 
c:dsting picture and this can be accompMshed 
by using the less than {<] key to load a 62 
sector flic called (you guessed il) D:PICTU[?E 
from your disk. Note that this loaded file will 
overwrite anything already on the screen. 
Teict may then be added as above and the 
screen re- saved. Use keys to change the 
colour register being used to plot the text. The 
cursor wHl change colour accordlngjty to let 
you know which register Is being used (they 
correspond to ihe registers on the bar at the 
bottom of the ATARI ARTIST menu). The 
escape fE^SCl key may be used to clear the 
screen. Note that the entire character set is 
available for plotting (Including control char- 
acters} but that the standard editing keys do 
NOT work - lo delete a charactcrn move the 
cursor back over It and type a space, 

HOW IT WORKS 

The main program is contained In the DO - 
LOOP loop. This repeated^ checks the joys- 
tick and the keyboard and calls appropriate 
procedures If action is needed. Note the use of 
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m 1 RD1 KXHimiCOKKSfHI^KiEOmilll 
HX 2 REM ^ TURBC BASIC - PAC DEMO Hi 
HJ 3 REH { by O^in Hnnn £ 

lY 4 m « S 

VF 5 REM J NEW ATARI MR - im J 

QP 6 m mummmmuimmm 

m 7 REM 

(M IB EXEC SFT.yP 
n 2i DO 

YJ 38 MOVE PH+55,Ff1+a26,ll!P0KE HP0SP2,5I 

jPOKE CDLPt+Xt,72:SETC0L0fl B,l,i!SETCO 

LDR ljS,eiPA!>PH;QFFS=12 
X£ 4« FOR X-ZffB TO 5B STEP -5! EXEC MtWE_P 

LAYERS sNEXT X 
RU 5S POKE HP0SP2,8!PDKE C0LPe+Kl,l32:SET 

COLOR 8j4,B:SrrDDL0R 1,B, 15;PAC==PMHI: 

PAUSE 25 

HE 6% FOR X^58 TO 2Bfl STEP 5: EXEC MWELPL 
AYERSr0FFS^0FfS-«.35:ND(T XrPAUSE IBI 
TE ?e LOOP 
ZD BB -- 

PF ?f PROC MOUI.PLAYERS 

CW 189 mi PAC,Pft+57§,U:MI]ME mt33»PM+d 

NE lie MM m*22^mm, nmti m^A.m 

4i9eill!P0KE H?0SP8,X;TOE HPOSPl,X+IN 

TCOFFSJ 
YM 12B PAUSE 7 
yP 138 ENDPRQC 
JK 141 " 

2f1 m PROC TQRfltLLOGO 

EN liB EDIOR hTEXT fl,3,'TURBD'jC0L0R 2:T 

EXT l,13|'PIMEfi' 
WX 178 ENDPROC 
JS ISB -- 

FJ 198 PROC SET_UP 



MB 2Bi RAHT0P^PE£l[(ie^))(25d 
CX 218 RmTDP=iWlT0P-lt24 
ES 22fl POKE lfli,f¥rfT0P/256 
WI 23i GWPHICS I^jSETCOLOR S,8 j8:BETC0L0 
R 1,8, B 

CJ 248 FOR X=RmT0Pt512 TO RMTOP+89A!P0K 

E XjKBsNEXT X 
m 258 EXEC TyfiBO_LOGO 
MQ 24B PH^SE=^D4B7jGIWCTL=»[)I1D;SDMCTL=* 

BZZF sGPRl 0R^i23sC0LP8=SB2[;f J HPOSPB=iOa 

lliHP0SPl=4Oea£;HP0SP2=$D882 
AJ 278 RE^QRE IPHDATA 
UD 2ffl DFFSETsK8;Pf+^imT0P 
M[ m DO 
IR 388 REM PMBYTE 
SU 3 IB IF PMBYTE=-1 THEN EXIT 

m POKE PHtOFFSETiRfBYTE 
OA 338 OFSET=OFFSEl+V.l 
RE 34B m? 

SI 351 POKE BfEftSE,(ftWTlF/25d) 

NS 3de POKE GfUCTL,3 

EG 378 POKE SDMnL,PEEK(SDHnL) + 12 

BL 3ffl POKE C0LP«,248iP0KE C0LPB+y,l,72:P0 

KE C0LP8*VJ,15 
HD 398 e^DPROC 
JF 410 - 

DQ 418 t PHtJATAiDATA ^58, 126,247, 127,43, 15 

,63,127,255,124,(56,48, 126, 239 j254, 2^2 1 

246,252,254,255,126,48 
It 428 DATA il, 126,247,255,255,255,255,25 

5 , 255 , 126 , 68 , 4B , 126 |255, 153 ,22 1 j255 ,25 

5,255,255,171,1 
UB 438 DATA 68^124,255,153,187,255,255,25 

5,255,85,8,8,8,1,68^126,255,255,126,68 

,B,8,-1 



Und^iniz INVERSE CHARACTERS- [ 1 a COHTRa + CHARACTER -< > = INVERSE COMTflOL + CHARACTER 
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QK I REH )(Hll[){iniim!l{0lll0IH!l 
04 2 m nURBO MSIC - TEXT PLirHEfi i 
HJ 3 REK K by Biui^ Honn I 

lY 4 REH 3( — — 3f 

5 fef )f NEW ATARI USER - l?PB t 
QP 6 REM JKKHIIIIJKmHmSHOJHH 
W 7 REH 

QH 10 EXEC SET-t/P 
12 2e DO 

iX 21 EXEC CHECK-STICK 

GP 25 }FPmO6A)02^im KEY 

AE 48 IF KEY=68 

ZD 5B EXEC LOAD-FILE 

UL 6« ELSE 

AT 71 IF KEY=<11 

GB 8« EXEC S^£-FILE 

UO n ELSE 

PH I8fl IF (KEY)47 AND KEY{52S Tffffl CURSOR 
IK UB ENDIF 

m m ENDiF 

XS 138 POKE 7i4,255jENDIF 
RC 148 LOOP 
JM 158 - 

UE m PROC PL0fT_CURS3« 

NK 178 LOCATE XPOS,YPOS,PIXEL:LDCATE XPOS 

+7 ,YPOS , PIXEL 1 1 LOCATE XPOS jYPOS+7 |PiXE 

L2jIOCATE XP0S+?,YP0S+?,PIXLL3 
HC tee COLOR CURSORjPLOrT XPOS.YPOSiPLETT X 

PDS+7,YP0S!PLtIT XP0S,TP0S+7iPL(n XPOS+ 

7,YP0S+7 
m m D{=XPOStLY=YPOS 
UK 288 ENDPRQC 
JF 218 - 

HC 228 PRDC LOAD_FILE 

EU 239 DPOKE 88, SCREEN iPGKE B7,l^ 

on 24B OPEN « 1,4,1, "DiPICTURE" 

FY 258 BGET tl,SCREEM,7tSat 

LK 26% CLOSE Nl 

m 278 EXEC PlOT_CURSOfi 



m 2B8 m?mz 

JV 2?8 -- 

CY m PROC SAUELFILE 

FH 3IB OPEN fli, 8, 8, "DEPICTURE" 

Hp 32e BPITT it[,SCI^£e4,7d88 

LP 33B CLOSE il 

VT 348 EN&PROC 

JO 359 - 

LV m PHQC CHECICSTICK 
MI 378 S=STICK(») EXOR 15 

388 IF S08 
YI 3?8 XPD5=XP0S+(Si8>e)-(S«£4)8) + exposal 

) -iXPOS) 151) ;YPO^YPOS-< Si 1>B) +( ^2)8) 

♦ (YPOSai>'(YPOE>lSl) 
XR 48B COLOR PIXEL iPLDTT LX,LY; COLOR PIXEL 

UPLOT LX+7,LYjCQL0R PlXEL2:PL[rT LX,LY 

t7iCGL0R PIXEL3:PL[rT LX+7,LY+7 
RH 418 EXEC PLOT.CUBSOR 
IP 429 ENDIF 

DT 438 IF STRIG(8)=5i8 THEN EXEC PLOT-CIttR 

ACTER 
yU 441 ENDPRDC 
JP 458 ~ 

1*1 4*8 PROC PLOT-CHARACTER 

m 478 GET CfttR 

FV 488 WHILE CM0155 

PB 435 TEXT XPOS|YPDS,CHR*CCf*^R) 

498 XPDS=XP0S+8:1F XPOS) 152 THEN XPOS^ 

1S2:EX1T 
RL 5iB EXEC PLOT-CURSOR 
HO 518 GET CWR 
MY 528 Um 
\n 538 ENDPROC 

jQ m -- 

FE 558 PROC SH.UP 

yj 5iB Gfl^PHlCS 3hSCREEN=DPEEK(8fl) 

UY 578 XPOS='-^&^YPOS^::B:CURSOR^KhEXEC PLO 

T.CURSOR 
HD 586 ENDPROC 



Underline . INVERSE CHARACTERS -[Is CONTRa + CHARACTER - < > = INVERSE COHTHOL t CHARACTER 
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GET without needing an OPEN and the way 
CLS #6 is used to clear the scree n. Proce- 
dures LOAD-FILE and SAVE -FILE use the 
BGET and BPUT commands to nead/ write the 
screeri data from/ to disk - much handler 
than machine code CIO calls and much 
quicker than the usual PUT/GET method, 
Prdcedure CHECK- STICK uses the binary 
manipulation facliltlca of Turbo Basic In con- 
junction with a lltlle boolean algebra^ Note the 
use of the EXOR (EXclustve OR) and fit (bin- 
ary AND) eonunands to read the stick dlrccdy. 
The result is a compact, quick method: of 
Joystick readfng^ NB. Touch tablet U3ers may 
wish to change the code to read ^CKtl) in 
order to use the second joystick port to avoid 
having to swap the tablet and the joystick. 
PLOT-CHARACTER uses the lEXT command 
to plot the text on to the graphics sei^cn - 
another useful Turbo Basic command > 

Well, thars about il. Because this program 
was written within the constraints of having 
to Bt in a page, there are quite a few features 
missing. How about a P/M cursor [oould be 
controlled using MOVE command), memory 
save {again using MOVE command), RAM- 
DISK support on 130XE or 256K HOOXLs, 
multiple fonts and dtfTerent text dlrcctions- 
?P3us the exceUent PTC LO ADA code printed In 
issue 20 could be added in order to enable 
direct loading and saving of ATARI ARTIST 
screens. And of course, the program can then 
be compiled for even more speed! 



MINI CHARACTER 
SET EDITOR 

This program is a btdc too long to include in 



the magazine so you will find It on the Issue 
disk, I have not written a full set of docume- 
ntatlon^ howiever tliere follows some short in- 
stTTLietlona on how to use the progi^mi. 

When the program Is RUN, a status line at 
the top left hand comer of the screen Informs 
you of the ASCII no, Internal no and actual 
character being edited. Below these is a char- 
acter grid showing the character which you 
ait: editing, A lit square on the grid represents 
a lit pixel In the character and a dot repre- 
sents an unlit pixel. To the right of this Is a 
large representation of how the character 
looked before you started editing it. Moving 
the Joystick will cause a star shaped cursor to 
move around the grid. Pressing the fire button 
will toggle the pixel under the cursor either on 
or off. A list of commands is shown below and 
these are selected by typing the key which is 
highlig)ited In inverse text. Commands are: 
Load - loads a character set off disk. This set 
MUST be called CHSET.fTPn . If this Is not 
present the program will crash. Save - Saves 
the set currently lit rtieitsory to the disk In a 
file called CHSET.FNT. Getchar tASCIll - 
allows you to type the ASCII number of the 
character which you wish to editK e.g. 6S wtU 
get A' to be edited on the grid, Getchar (type 
key) ■ allows you to get a character for editing 
by typing Its equlralent key on the keyboard, 
e*g. Typing li in this option will bring the 
character H up for editing. Futchar - Puts the 
chaiacter being edited back into the set This 
must be done in order to permanently change 
the character as the chafacter Is edited in a 
separate buffer. Default - Returns the charac- 
ter set to Its default (Internal) state. 

This program hopefully demonstrates how 
Turbo Basic simplifies programming compli- 
cated tasks and how its increased power 
allows shorter code to be written. 



Page 6's New Atari User 



39 



PROGRAMMING 



DISK DIRECTORYMOVEIi 



In response to a letter from James Austtn 
in Mailb^ of Issue SO which made a few 
suggestJcsns for lapdatlng my Disk Dlrtc- 
tory MoTt-er published in issue 79, 1 present 
Disk Direttoiy Mover Versjfon II. In his letter, 
JajTies suggested that there should be a 
means of going direct to the menu bypassing 
the formatting stage so that aU the files do not 
have to be copitd in one session, James also 
suggestfid that there should be a means of 
listing the directories of both the standard 
disk and the modified disk from the menu. 
For a full ejtplanation of the Disk Directory 
Mover, please read this article In conjunction 
with the associated article published in issue 
79 of New Atari User. 



DIRECT MENU ACCESS 

Direct access to the menu bypassing the 
formatting stage presented one major prob- 
lem^ that of remembering the position that 
the directory had been moved to. Obviously, 
the new directjoiy position must be entered 
somehow before the menu can he accessed so 
that the program can be set up correct^ to 
suit a previously modified disk. Entering this 
via the keyboard cither from ones memory or 
from notes could prove error pmne because it 
is so easy to make mistakes. Some means of 
achieving this reliably was necessary and to 
this endv a disk data file was chosen. 



To access the menu directly ^ a prompt to 
press the TAB key Is given from the initial 
screen along with the directory positioning 
options. After the TAB key has been pressed^ 
the data file is read and only If found on the 
disk currently in the drive will direct access to 
the menu be enabled. If the fUe is not found, 
then an error will result and OPTION must be 
pressed to cKit denying direct menu access. 

After a disk has been formatted and pre- 
pared by the program^ a prompt Is gjven to 
Insert a standard (normal directory posiuon} 
disk into the drive to receive the data Qle 
DIRMOVE.DAT which records the position 
that the directory has been moved to. To ac- 
cess the menu directly on a subsequent occa- 
sfon^ it is then only a matter of running the 
program with the disk containing the pre- 
viously written data file in the dri^'e. 

The data file DIRMOVE.DAT Is used to re- 
cord 2 pieces of information, firstly the new 
directory position and secondly the format 
density of the modified disk for Information 
purposes on the menu screen. 



LISTING 
THE DIRECTORIES 

The menu of the original version of the EHsk 
Directory Mover had the options to lock/un- 
lock files and to write with or without verify as 



VERSION II 



options 7 and 8. These have been moved to 
op lions 6 and 9 respectively In version IL 
Option 7 is now used for directory access. 
Upon selecting Option 7, a menu Is presented 
from which "S" Is pressed to Ust the directory 
of a standard disk and "M" is pressed to Ust 
the directoiy of the modified disk. But of 
course, the appropriate disk must be In the 
drti-'e otherwise data (rubbish) will be display- 
ed instead. 

The directoiy is displayed In 2 columns of 16 
file names per column over 2 screens display- 
ing If necessary all 64 file names. If the direc- 
tory contains 32 file names or less, then only 
a single screen is required and OPllON Is 
pressed to exit. If the directory contEiins more 
than 32 file names^ then a second screen is 
necessary and START is pressed to Ust the 
remainder of the directory on the second 
screen or OFHON is pressed to exJt 



OTHER MAJOR CHANGES 

The initial screen has been slightly altered 
and the VBl routine has been modllled to 
ilash the arrow used to select the new direc- 
tory position and to flash the data entry cur- 
sor. The program now amends the disk's 
VTOC gector(s} before vmting the DOS. SYS 



hy John Foskett 



flic. In the original Tp-erslon after pressing 
ESCAPE/OPTION to exit from the menu back 
to the initial screen, 'T' had to be pressed to 
confirm the request since It was not poastblc 
to re-enter the menu. Exiting is now actloned 
directly upon pressing ESCAPE/OPTION. 



USING THE PROGRAM 

A master disk should be prepared for the 
Disk Directory Mover as Stated In the original 
article published in Issue 79. To avoid confu- 
sion when copying, files over more than one 
session, it Is recommended that the associ- 
ated disks arc kept In pairs, that is the mod 
Hied disk should be kep t with the standard 
disk which contains the flics to be copied. The 
standard disk should also contain the data 
file DIRMOVE.DAT written to it during the 
preparation of the modified disk. In this way, 
several modified disks could be prepared and 
have files copied to them in the same session 
without confusion. 



AWORDOFWARNINGI 

Do NOT select option 8 from the menu to 
lock /unlock files if a standard directory disk 
is In the drive since it could corrupt the disks 
data. This option writes Into the nroved direc- 
tory position to lock/unlock flies which could 
be in data sectors of a standard disk. The 
Disk Directory Mover has no way of determin- 
ing whether the disk In the drive is a standard 
disk or a modified disk so please be carefulE • 

Th^ Disk Directoiy Mover pjvgrom can be 
Jound on the Issue Disk. 
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Features 



and 



USER vs PROGRAMMER 



Joel Goodwin 
discusses the ways 
in which the user 
might see things 
dijfferently to the 
programmer 



The programmer norruEilly enjoys a 
close FclaLlonshlp with the computer^ 
This, of course. Is essential if the 
progmmmer Is to get the best out of the hard- 
WMie. The laser, however, ts somedmes ex- 
cluded from this relationship and can get weD 
and truly left out in the cold. What might 
appeal to the prograTiimer may not suit the 
user so well. The user looks for cortvenlence 
and practicality, while the pipgrammer looks 
for internal eflictcney and finesse. 
Above all, the computer must cornmunlcate 
effectively wilh the user and if a program is 
not written to achieve ihla then all of the work 
Invested in it can be wasted. This article is 
about designing software for ordinary people 
who are often forgollcn or Ignored during the 
creation of a program. 



WELCOME 
TO THE MACHINE 

Just to demonstrate how important design 
can be. consider a few examples. Do you pre- 
fer a text menu with keyboard Input or a 
windows system driven by a mouse? Are you 
enthusiastic about BASIC gKing you the error 
message 'ERROR- 162' or would you prefer 
'Disk Full'? Do you really enjoy learning CTRL 
key commands for utilities such as Textpro? 
Is a blank screen reassuring or would you 
prefer a 'Please Wait - Initialising" message? 

The subject being discussed here has many 
names, A common term is 'user-friendliness'. 
De Re Atari has a wonderful appendix on it 
called 'Human Engineering'. A modem term Is 
'Human -Computer Interaction' (HCIi UTiatev- 
er name you care to use. It ts something that 
should always be considered when writing 
programs. There are, unfortunately, no hand 
and fast rules about the best way to design 
software; as De Re Atari puts It, ft is '^an art, 
not a science'. The aim of this article is not to 
supply answers but to encourage program- 
mers to ask themselves questions about what 
the user really wants. We'll discuss some 
topics and examples to illu&tmte the types of 
problems and the solutions that exist. 
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THE LEARNING 
CURVE 

What Is the first thing you do when you get a 
new piece of software? Normally, you would 
probably just shove tn the new cassette/disk 
and boot it - only later if necessary would you 
look at the instructions. E^^eryone has an In- 
stinctive loathing of manuaja, so a prog^m 
will be more successful tn a user's eyes tf it is 
deslgjied to minimise the importance of a 
manual. 

Software, to some extent, should maintain 
independence from the manual. A program 
should be able to lead, if not teach, a user. If 
a program forces a user to read the accom- 
panying instructions ^ the user will become 
disenchanted with the program from square 
one. How is this a\'oided? There is no single 
answer, but it would seem sensible to design 
a program which keeps the user well-infor- 
med at all times: What options are available? 
What exactly do they do? If an error occurs, 
what docs it mean and how do you remedy It? 

The problem with this is that the computer 
does not possess an infinite memory capacity 
in which to store; bags of Informative text 
messages. What is important is a balance- On 
the DOS 2.5 TTKnu, the option 'A* DISK 



DIREC rORr Is sufflclenL I don tneed Pi^sa 
"A" to caD up the disk directory, which is a list 
of files on the disk ctirrently located in the 
specified drive'. Too much information can be 
as bad as too little; it can impede progress as 
the user cannot isolate the key points. A 
'HELF function can assist in alk)wlng the 
user to control the level of information being 
received. 

The faster the user can pick up a prugram. 
the more the user will like it. Although com- 
municating with the user Is veiy Imfwrtant it 
Is not the only fector which can affect the 
learning cunrc associabed with a program. 
Consider the method of requesting or input- 
ting data tn a utllily program. If you keep a 
consistent approach to tnput (e.g. all input la 
through a cursor controlled by joystickj then 
the user always knows what to do. An incon- 
sistent approach can confuse; 1 have seen 
many a program which has some menus 
which act on a single keypress and others 
which require RETURN to be pressed after the 
letter. Ii is all very well telling the user to 
press RtriURN, but why should the user have 
to? A single menu subroutine can be useful 
here. (Note: De Re Atari advises that the 
keyboard should only be used as an input 
devloe if unavoidable, e g. filename entiy.l 



CLARITY 



Graphics can be a burden as much as a 
blessing. Attractive graphics may simply turn 
out to be clutter where the essential details 
are not highlighled, or worse, are obscured. 
Colour, symbols and Emimadon can all en- 
hance the display but care must be taken to 
avoid overuse. [ recall Clayton Walnum wrote 
in AWALOO magazine about an occasion 
where he had used character set (^cLlng to 



Page 6's New Atari User 



43 



produce pulsating orbs around the display of 
a text advienlure. He'd slaved over the routtne 
and graphics for some time. Once it was 
working, he .showed it to soineorie (hla wlfCn if 
mciriory serves) and he was told thai It looked 
very nlct... but It was distracting. Eventuallir 
he realised that he hod to take the anlmatton 
out: It was ruining a fine te>a adventure 
(Clayton did go on to write an ANALOG article 
called Textually Graphic' on the same subject 
as this article). 

Something that Is hard to come to terms 
with Is the need to remove a perfect piece of 
code purely because It doesn't bok righL It Is 
worth It, believe me^ An overuse of graphical 
variety will Just look like a uniformity of 
chaos. 

Sometimes simplicity Is the b^t approach. A 
nloe example John Foskctt's 'Sound Selec- 
tor' (NAU Issue 76) wMch features llttje more 
than a screen fuU of text However, the prog- 
ram slightly mtxJlfies the display list and uses 
DLIs to stratify the screen and this works very 
well. Not ori^ does It introduce clarity , but it 
brings life to what could easi^ have been a 
dull text display. 

Symbols are good to use if there Is some 
natural connection between the symbol and 
its meaning- For instance, a pair of scissors 
can be used to represent a 'cut' option, A 
shield icon can be used to label a bar of shield 
energy in a game. Whenever devising a set of 
symbols to represent concepts or objects, Ixy 
to develop symbols which seem natural* 
something anyone could understand - or at 
least within the general context of tlie prog- 
ram. Think how you tnlght express the fol- 
lowing: 

1) Music 
UJ Time 
111) £:at 
Iv) Money 
v) Save 



Of these, (v) Is probably the most difficult. 
'Save' doesn't appear to have a natural sym- 
bology attached to il^ Something more Inven- 
tive would be required; one way of expressing 
it would be to have a disk with an arrow 
polntiiig to It Note that this symbol Is safely 
dependent on context. 

The last thing I'll mention In this section is 
character sets. Make sure that the set you 
use for text, is easy to read. T ha^fe a copy of 
Lemmings 2' for the Sega Mega Drive (1 make 
no excuses for my heresy) and the text font It 
uses ts appalling. 'C looks like "G': 'M' like 'N' 
and T Uke 'J\ This font is used to display 
passwords which are 20 letters long and can- 
not be found in any dictionary I know of. 
Make one mistake writing down the password 
and the whole thing is Invalid. This font does 
not make me very happy. 



THE FRUSTRATION 
FACTOR 

Staying with Lemmings 2\ there is a 'Niike^ 
o ption you can acllvate If you feel you cannot 
complete the level. You move the cursor onto 
a mushroom cloud icon and press the button 
twice - this Is good for safety. However, you 
then have to wait for cvciy single lemming to 
explode, each with a 5 -second timer on their 
head* How pretty and wonderful,., the first 
time. After that, it becomes atinoylng. So you 
get used to hitting the 'Fast Forward' icon 
which speeds things along. But this means 
every time 1 need to restart the level, which I 
need to do a lot, I have to press the button 
three times with a deft joypad movement In 
the middle to change Icons - and 1 still ha\'e to 
wait a short while. When there are 50 lem- 
mings on the screen to explode, things tend to 
slow down a Uttle. Forcing thla upon me eveiy 
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single time realb|f puts me olf playing. Many 
other ganKS ha\'c the same problem: why 
shoukl 1 have to wait for the death march to 
play? Or for the ambulance U> come on? Or 
for the car to explode mto many beautiful 
pieces bouncing around the acreeu? All I want 
to do is get on with my nejil go. Any program- 
mer's idea of fun is not welcome when It 
strongly interferes with gameplay. Repetition 
In this way can kill a promising pitsgram from 
the outset. 

An extrenicly common problem Is the 
dreaded temporary text message. That is, test 
which appears and takes either too long to 
disappear or disappears too early and you 
missed half of It [watch the Chart Show on 
ITV for a demonstration of this, especlaEy as 
those messages disappear from the END 
first). Unless it's a message of few words, my 
advice Is always use a prompt. Never try to 
estimate how long the user will need to read a 
mass of text; Just use F[?E5S SPACE BAR TO 
CONTINUE' or something In that vein. For the 
same rcasonn I detest long scrolling messages 
- 1 could quite easily read a large page of text 
which would be a lot quicker with a bt leas 
eyestrain. Yes, 1 am the Victor Meldrew of the 
compu tcr world . 

These are indirect examples of communicat- 
ing too much to the user, or at least too 
slowly. Pmblcms of frustration are not ahvays 
of this tj-^pe. though. Most of this article has 
revolved about the communication of infor- 
mation between user and computer. Games, 
especially, suffer from problems unrelated to 
information per se. There aie many games, for 
example, which need a character to be posi- 
tioned In EXACTLY the righ t place to jump a 
hole and not crash into something on the 
other side. One pixel off and Tm dead. Thla is 
not good gameplay. This is sad lam. 

Let mc describe to you a problem 1 have had 
to deal with and how l resolved it When I 
W^te the Citadel (NAU issue 74 disk bonus) I 



faced the problem of what speed to give the 
player's character. The character jumps from 
position to position: as one Jump too many 
can ruin the player's piogrcss^ judging the 
correct time delay between moves/Jumps was 
ImportanL However, a pu^le game like the 
Citadel attracts a variety of players: some will 
have arcade game backgro-unds adept at Joys- 
tick use, others will be Into more cciebral 
games which are not demanding in terms of 
joystick reactions. The former wiU like a fest 
speedn the latter a slow speed. So a single 
j^me speed would not suffice - it was clear 
that 1 had supply a apeed option on the 
title screen. 
Orson (NAU Issue 7 1 } faced a similar prob- 
lem but It is not so pronounced. In Orson, the 
character can be seen to walk from one posi- 
tion tn the next and doesn^t Jump. This allows 
the player to gauge when to release the Joys- 
tick and a speed setting is not necessary. 
Howe%'er, the story does not end here, 1 have 
since realised what the ideal solution is which 
avoids any effort on the part of the player - a 
joystick Interface which prevents continuous 
movement That Is, if the Joystick Is pushed 
left then the character would move left ONCE, 
The player needs to return the stick to neutral 
then push left again to nM>ve the character 
another step. This to^tally eradicates the 
movement problem: the character automatic- 
aDy moves at whatever speed tiie player is 
capable of This soludon requires more work 
than both the Citadel and Orson Implementa- 
tions but i t would be better by far. 



CLOSING NUMBER 

There Is an awful k)t to consider when de- 
signing a program, I've tried highlighting 
some ar^is, c^-cn discussed some spcclQc 
problems, but this subject Is Just too large to 
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SUPERCIRCLES 

continued 



condense into a small article. Let me rc-lter- 
ate a few important ideas; 

• Put yourself 111 the user's shoeSr If this 
Involvea extensive testing by yourself or 
A friend [soon to be ex-] then so be ItJ 

• The user learns quickly when a program 
behaves tn A. consistent way acndss a 
variety of ctrciimstaitecs. 

• Don't be afmld to remove portions of 
tode because they dont work well with 
the user. Your program will be better for 
Its 'k)botomi&atiqTi\ 

• Try to talk in a language the user undcr- 
st^mds whether by symbols or text 

It fa Instmcltv^e to look at other people's 
programs and UiJnk about what annoyed you 
^out them. Leam from this; don't make the 
same mistakes yourself. It can also be useful 
to consider what you liked best about a 
program. 

The subject of HCI Is receiving a lot of atten- 
tion these days and many books have been 
written about It. There is a vast i-angc of 
theories and practical approaches concerning 
the desigji of the Interface with the user and 1 
have found a little reading on the side has 
helped a lot. The Open Unlverstly book 
'Human-Computer Interaction' (Jermy Preece 
et al.. ISBN 0-20 1-62769-8] provides an ex- 
cellent comprehensive Intjoduction to modem 
HCI problems and solutions; tf not whoUy 
applicable to the Atart, it will certainly get you 
thinking. 

I hope iVe provided some food for thought If 
anyone disagrees with anything presented In 
this article then drop a line to Mallbag - I'm 
sure tl\€yH be pleased to print your com- 
ments. Good luck on your next program] • 
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needed. Also, the subroutine could probably 
be extended to bceome a "superelUpse" sub- 
PQutlneH 

Perhaps this Isn't an "optimum" method and 
someone else has a better idea, which reUes 
only on integers perhaps r If so^ please write to 
NAU, rd love to hear of it! 



MATHEMATICS! 

The equation of a circle about the point (0,0) 
with radius r is given by: 

DifTeientiating this equation with respect to x 
yields: 

2x + 2yy' = 0 

We can approximate the derivative term y' by 
using small changes In x and y. denoted by 
Dx and Dy. So this equation can be approid- 
mated by: 

Dy 

2x + 2y - s 0 
Dx 

Re-arranglng: 

X 

Dy = - - Dx 

y 

So If we move along the circle by Dx tn the 
x-dtrectlon, then we need to move by Dy, 
specified by this last equation. In they-dlrec' 
tlon. If we restrtct ourselves to Dx=l, then 
this tells us exactly where to put the neKl 
point on the screen display. This will not work 
if you ha^-E the correct next point vertically 
adjacent: if we increase ^^Ith Dx=l we wlU 
only see one point and then advance to the 
next column. We should now switch to using 
Dy-1 and dctermlniiig the corresponding Dy, 
Fortunately, by using symmetry we stop as 
u-e reach such a point, • 
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by 

Austin Hillman 



J I e return to normal service 
*JA/ this issue with yet another 

W V random selection taken Jrom 
the public domain. 



READ ALL ABOUT IT 

Codesmlths Newsletter Reader 

(DS#481 by Scan Puckctt is a progj^m that 
will allow you to produce a classy looking disk 
based newsletter. The CNR rtads standard 
text files into which commarids axe insierted to 
control the features of this progr^jn. The CHR 
automatically word-wraps and microspace 
Justifies the text for you. 
The commands available are as follows. 
Load font - Loads a font Into one of the two 
font buffers available. Proportionality infor- 
mation is derived from the font data Itself, 
Select Font - Selects eltJier one of the two 
fonts for printing by the program. 
Watt for a Key - This pauses printing until 
you press an key. Whenever the computer is 
Waiting for a kcy^ the border around the 
screen becomes a different colour than the 
background. 

Page Break - hi alts the printing, and waits for 

a key, CNR will wait for a key if the screen is 

about to scroll, so this is useful only as a 

chgpijer break or sometlting like thaL 

C^£Gr Screen - Instantly clears the screen and 

starts printing from the top. 

Set screen colours - The fErst parameter sets 
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one of sixteen possible hues for the screen 
colourr The second parameter la the intensity 
of the screen. 'Hie third paranicter is the 
brightness of the text itself, 
Ijjad Screen File - This cleara the text screen, 
sets a graphic mode, and loads 76S0 bytes of 
image data directly so the screen. The four 
colour registers are stored as the last four 
bytes of the file In Micropainter format. After 
loading the Image, the CNR waits for a key, 
then returns to a clear text screen and con- 
tinues prlntlng- 

Globed BoTxiers and Une Spaictig - Sets three 
important global setttngjs. Left marglnH right 
margin and line spacing. 

Menu. Option Dejhiition - Sets the option string 
referred to by the number parameter to the 
filename parameter. Ihls, when combined 
with menu selection makes this a powerful 
program. 

Menu selection - This command waits for a 
number key to be pressed. The number must 
be greater that or equal to low, and less than 
or &qual to high- The number pressed is 
stored intemally, X when used In place of a 
filename means use the lllename we stored 
with the menu option definition command, 
instead of an X. 

Execute subjih - Reads and prints and ex- 
ecutes a subroutine -Like file. 
Top oJJUe ' This re- executes the current file. 
Chain. toJUe - Similar to execute sub-filcH 
except that the current file is ended, and the 
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new Hie replaces it. 

ff stxxts^^mem - Skips the next line tf the num- 
ber key pressed was NOT the parameter. 
End Jit^ - This Is not required at the end of a 
file, It Just serves for a useful way to exit a 
submutiiie or loop when you test with an if 
command. 

De/ine a label - This imarks a position in the 
fUc that yon will be able to Jump to with the 
next commjand. 

Jump to tahel - This cati^s the CNF to skip 
all instructions and text until a. label is found 
that Tnatchcs the Jump command. Note this 
will only jump forward. 
MKike sure JUe exists - This conunand will 
check for the existence of a file (or Xl- Tf the 
flit does not exist, the CNR waits for a key, 
then re-checks for the file. This command will 
not allow the CNR to continue until the file it 
wants Is found. Use this command to verify 
that the user has switched disks If you asked 
him to. 

The example newsletter provided Is a tutorial 
on the commands listed abm^c and how best 
to use them. Several dfgftJ&ed picture files arc 
also included. 

Even thought his appears to be an exceDent 
piece of software 1 have not yet come across 
aniy disk magazine that uses the program, 
which seems a pity* 



GOOD GAME 



intra Tetiis f#100) Is a Turbo-BASIC wr- 
sion of the popular falling bricks game written 
by Tbn Truesdale. In this version the pieces 
are rectangular and composed of three col- 
oured squares. The object Is to get three or 
more squares of the same colour Into horizon- 
tal, vertical or diagonal lines. 

The first five levels are selectable, but you 



have to beat the next five by skill alone. Con- 
trol is by ki^board for left, right- mtate* drop 
and pause, A high score table Is proWded, as 
is a good looking title screen. Released on a 
shareware basis, the registered version has 
instructions on bow to unlock the hidden 
features of this game. If you like TcLris I think 
you will And this a good variation of the 
original. 



HELPING HAND 

extended Atari BASIC (#186) by Robert 
Berry adds extra commands and features to 
standard Atari Basic. It Is suitable for the 
XL/XE only as it utilises the shadow mm in 
these machines and thus only uses 3k of free 
ram. 

On loading the standard screen appears with 
an extra 25th line at the top telling you EAB 
is installed. Also on this line a clock counts 
the elapsed time until it Is set to the current 
time by the appropriate command. The extra 
line wlU remain active until a graphics call Is 
made. 

The program Is disabled when DOS Is called 
and so adds 10 DOS c<jmmand9 to reduce the 
need to do so. They are DlRectory, LOCK. 
UNLOCK. DELETE. fiENAME, Write DOS, 
FORMAT. SINGLE density format, BSAVE and 
BLQAD. Another 1 1 commands help with 
Basic programming including a PROTECT 
command which will lock up' the computer to 
keep it safe Irom Interfeiencse. As well as 
AUTOnumbcr, E?ENumber, Variable Name 
Table, VERIFY. DEC, HEX, SIZE, 1X3MEM, 
ERROR and COl^VERT commands. 

Special function commands oontrnl the cas- 
sette, printer and 130XE rambank as well as 
providing coldstart and Basic off from the 
keyboard. Also a^'ailable is a Joystick dontrdl- 
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led cursor, flashing if you prefer, 5 predefined 
and 7 user defined keys for your convenience. 

Most of the extra commands may be utilised 
by a Basic program via an XIO call. Sample 
programs are provided to demonstrate the 
CONVERT, FLASH. ERROR and BANK com- 
mands, FuU documentation of all commands 
and features is provided. 

Extended Atari BASIC is a neat implementa- 
tion of many useful commands and utilities 
for the Basic programmer. That being said. 
TurbO'BASlC has now superacdcd this prog- 
ram and Is clearly the first choice for serious 
programmers. 



A NEW LOOK 
FOR OLD FONTS 

Glyph Font Editor [#212) written in Ac- 
tion! by Jack Prevost is a fully featured font 
editor. The layout is clean and simple with a 
font display, edit window and menu table. 
The menu has 21 commands which are selec- 
ted by arrow key or joystick, the edit window 
Is also controlled by cither method. Two new 
fonts plus the system font can be held in 
memory at once and can be swapped at wtU. 
The system font is for reference only. 

Creating a new font or altering an existing 
one is simplicity Itselt but if you are feeling 
laiy, nine new fonts are included to show you 
what can be achieved with this program. 

Some handy utilities have also besen provided 
along with full instructions. FONTlXiAD.COM 
allows SpartaE>OS users to load a non resi- 
dent font from the command line. ROSETTA- 
■COM converts any font into BASIC data 
tables or an Action! data block for use in your 
programs with the FONT.LSTor FONTACT 
loader programs supplied. 



WRITE ON 

Chick Scratch (# 147) by Rofert Chick Is 
a word processor for the XL/XE, On bootup 
you are presented with a red screen and a 
flashing cursor with a command line at the 
bottom. Editing oommands are the usual 
CONTROL letter or OPTION plus CONTROL 
letter combinations. Print format rommands 
are SELECT letter comblnatlona. They are set 
up to suit the XMM80 1 printer but can be 
changed to suit any other printer. Commands 
are summarised on (Ive help screens avafiable 
by pressing COlVTROL H. The usual mlniDOS 
screen completes the package. 

Needless to say if the default settings are not 
to your Uklng they may be altered. The custo- 
mising program provided allows you to per- 
manent^ change the default settings for text/ 
screen colour, upper /lower case, insert/over- 
write mode, screen feidth, print format, key 
cUck and texl/programi mode. 

The fuU documentation supplied provides all 
you need to know. It closely resembles other 
word processors like Speedscript and Is thus 
easy to use if you arc already familiar with the 
layout, but even for the beginner It Is a good 
choice. It may lack some of the ieatures that 
more cKpensive word processors have, but It 
is a veiy competent program as I have disco- 
vered while using It to produce this article. 



RATINGS 

CODESMITHS NEWSLETTIR 

READER CD$#4d> 
ULTRA TETRIS (#190> 
EXTENDED ATARI BASIC <#1&6> 
GLYPH FONT EDITOR C#2T2) 
CHICK SCRATCH (#147) 



Page 6's New Atari User 



60% 

70% 
60% 

eo% 

49 




^^^^^^^^^^ 




John S Davison 
continues his 
exploration of 
the Internet 




TO AMERICA 

VIA 
THE INTERNET 



I 
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n the last issue we looked at how my son 
John jnr- used the Internet to help 
armngje his emigration to the USA. Sever- 
al months after his departure we decided to 
visit hixn at hla new home near Chicago. Also, 
we have friends \ji Fort Worth, Texas we'd not 
seen for sevend years, 30 we decided to In- 
clude them on our ItJneraiy, Following John's 
sueccss with the Internet wc thought we'd use 
It to pfen our trip too. 

The major expense of trip to the USA Is 
the air fare, but there are lots of on-Une 
places you can look to find special oilers on 
flJ^ts (and complete holiday packages if you 
need them) to help keep the cost down. For 
Instance, If you're a Compuserve member the 
command GO HOLIDAYS will take you to an 
area that claims to have 70,000 holiday and 
flight deals on offer^ We have an old friend 
who works in the travel industty who can get 
us really gtxjd deals on flights to the USA, but 
unfortunately he had no tickets to Chicago 
available In die timeframe wc wanted, The 
best flights he could ofJer were from Gatwick 
to Houston, Texa^. so we decided we'd start 
our trip In Texas, A quick scan of prices of 
similar flights on the Internet and Com- 
puserve showed our friend 's offer t»eat the 
on-line deals, so we booked through him. 
One small prtiblcm - Houston Is about 250 
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miles from where we reaHf WMited to be - the 
Dallas/Fort Worth [DFW) area - so we needed 
an Internal flight to take us there, A quick 
visit to Yahoo [www^yahoo.com] pointed us at 
Southwest Airlines (www.iffyswa.com) who 
were advertising special pru motional deals on 
flights within Te?as, The fare to DFW was 
vety reasonable and I could have booked It 
on-line there and then. Howrver, 1 C-an't yet 
bring myself to trust rny credit card details to 
the Internet so decided to book through a 
travel agent instead. Unfortunately, we then 
disco\'ered that South West Airlines don't sub- 
scribe to the booking systems used by UK 
travel agents, so we could nt book directly. 
The agent checked what else was available, 
and found that American Airlines were also 
doing special promo lional deals on Texas 
routes and could actually substantially 
undercut South West's low ticket prices, so we 
booked with them Instead. The total cost of 
the two flights to get ua to DFW was less than 
any direct flight I could find, so we were doing 
OK so far. 



PLAI4B OR TRAIN? 



It's around 1 100 miles from Fort Worth to 
Chicago, and, the sensible way to travel be- 
tween them is obviously by aJr. Sq did we do 
the sensible thing and book these flights too? 
Oh, no! We had this cra^ Idea of going by 
train instead. The thought of travelling acnsss 
Texas, Arkansas, Missouri, and llUnoIs using 
a mode of transport unknown to most Amer- 
icans was appealing, as it added an extra 
element of adventure to the trip. So^ U was 
back Lo Yahoo again to find details of train 
companies. We ended up at Amtrak's web -site 
(www.amtrak.com}, the company that now 
handles virtually all long distance rail travel 
In the USA. 

The site described all Amtrak's kjng distance 
routes, and to our delight we disoovejed they 
offer special USA visitors' rail passes , These 
were Just what we wanted - unlimited travel 
by train for 15 or 30 days In various zones of 
the USA. The one which would get us from 

Fort Worth to Chi- 
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cago and back 
again a>st the 
equivalent of 
about £130, a real 
bargain. This oo- 
vered "coach class" 
seats only, with 
basic or de-luxe 
sleeper cabin 
accommodation 
available at (con- 
siderable) extra 
cost. T^vel would 
be on the Texas 
Eagle^ a train that 
runs from San 
Antonio tn south- 
west Texas via 
Fort Worth all the 
way up to Chicago, 
The web-site also 

91 





dhdwed the train's 
timetable, so we 
could work out 
OUT other travel 
plans around it. 
These long dis- 
tance trains on^ 
nm every two or 
three days, so you 
have plan accon3- 
In^^ If you miss 
one 

the rest of your schedule. 

Further details were available by filling In 
your namcK address, and phone number In an 
on-line form, so we did this. A few days later 
we were surprised to receive ai phone call {yes, 
they phoned us!) from Leisure Rail. AmTrak's 
UK a^cnt. AmTrak had informed them that we 
were interested tn USA rail passes, so were 
calling to see how they could help. In fact they 
were extremely helpful over the following few 
weeks, advising cn the beat rail pass for our 
purposes, answering all our questions about 
USA rail travel and sorting out the ticketing 
and payment details In an efficient and 
friendly manner. This was excellent customer 
service - and It was all triggered via the 
Internet 

Throughout the planning period there were 
e-mail messages zooming back and forth be- 
tween John jnr., our Texan friends, and 
ourselves, conflrnnJng all the airangements. 
One day a message arrived from John that 
caused a llttJe constemaLion. Neither he nor 
his wife Alison would be able to tne«t us at 
Chicago's Union Station as originally plan- 
ned. They suggested we travelled the 25 miles 
out to Wheaton on a Chicago district commu- 
ter train and take a taxi from the sLatton to 
their apartment and they'd meet us there. So, 
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it was back to Yahoo again where we found a 
web- site containing route maps and the com- 
plete current timetable for Mctia Rail 
iwwvw.ni&trafaiil-com). Chicago's local train 
systeml Details of the Clilcago-Wlieaton ser- 
vice were duly added to our growing collection 
of travel documentation. 



SOMEWHERE 
TO STAY 

Accommodation was the next area to tackle, 
to cover our now somewhat bizarre looking 
itinerary. We'd need a hotel somewhere In the 
DFW ama for a couple of nights at the start of 
our visit, another for six nights on our netum 
to Fort Worth, and one In Houston for our 
final nlfiht. In Chicago we'd be staying with 
John and Alisonn. so no hotel needed there. 
Many years ago I had a business trip to Fort 
Worth and stayed at great hotel the Worth! n- 
gton+ for a ridiculously cheap price (about £50 
for a largCn executive suite). So we looked it 
up on Yahoo and sure enough. It has Its own 
web-site. The best mom deal listed there was 
now a wallet-busting £ 1 60 per night so we 
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decided to check out lloUday Inn 
prices Instead. ITiere are Holiday 
Inns all around the DFW area, so 
via their web -site {www. holiday- 
in n.ooiril we priced several for 
comparison purposes and even- 
tually settled on one that suited 
our budget. 

You can also cheek availability 
of Holiday Inn rooms on-line for 
the dates and type of room you 
want To our chagrin we disco- 
vered that our first choice hotel 
was fully booked. Number two on 
our bst had rooms available, so 
we went for that Again we could 
have booked on-line, but the cre- 
dit card number paranoia set In 
ancc mom and we called the free 
Holiday inn reservation number 
Instead. The person taking the 
booking tried to charge us a 
higher room rate than we were 
expecting, but relented when 1 
quoted the rate we'd seen on the 
web- site. We booked the hotel for 
Houston at the same time, and 
got the web -site rale for that too. 

We decided to wait and see how 
much cash we had left at the end 
of our Chicago stay before booking accommo- 
dation for the return visit to Fort Worth. In 
fact, our Texan friends found a really good 
deal for us, and this was sorted out via e-mail 
before we left Chicago. 

The only other essential to take care of was 
the car hiie, but as we were staying near the 
airport we figured we could get a good deal 
locally when we arriwd. and this proved to be 
the Case. But you can look up rental rates 
and/or book on-line with the major com- 
panies if you wish. 



Billy Kob's Texas 

We Hate A Honfcf Tank Attitiidel 

B 
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TOURIST 
ATTRACTIONS 



After sorting out all the essentials we started 
checking out tourist attractions, using the 
Yahoo and AltaVista (vsrwW.attavista.digital- 
.oom) search engines. We ft>und dozens of 
Intriguing possibilities here - in Fort Worth 
there's Billy Bob's (www.bil1ybobstexas.com), 
the biggest bar and night-club tn the: world 
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[accoitimadatliig 6000 f>eople and, with live 
bull-riding competitions on tertain nlghtstj; 
the Stockyards (www, stockyardsstation.com), 
which Is surtrly one of Texas's ^^t undisco- 
vered touiist attra-ctlons with its terrific res- 
taumzttSK bars, rodeo arena, shops; etc.? and 
the TaEwitula. [ www . cL gr ape vine .tx.usyt rain/ 
tarantula, htm I), a restored wdd-west steam 
train that operates excursions from tht 
Stockyards several times a week. For Chlca^ 
we checked out what was on at the many 
theatres ^ and Jazz and blues clubs; details of 
the eKoellent Museum of Science and Indus- 
try (www.msichicago.oom): the Museum of 
Contemporaiy Art (WWW. mcach ieago . co m] : 
and the Adkr Planetarium [astfo. uch iea- 



go. edj/^dFer), 

Thanks to the Internet wc wer* able to do 
virtually ail the research for this trip from 
home, if we wished we could also have made 
on-Ltne peservattorvs and payment for air 
travel, hotels ^ and cartdre. During the trip, 
everything turned out pretty well as our inter 
net research had shown - even the Chicago 
Metra Rail commuter train we caught depar- 
ted at the time stated on the Internet timet- 
able. OvcmE, our experience backed up John 
jnr's. findings - that the Internet really is a 
usable, practical tool for this sort of acUvlty. 
So. If you need to plan a trip, give it a try - 
you'll be amazed at the useful facilities and 
material out there. i 
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The following NAU r«ader$ would welcome e mail ooniact lirom other Atari user$. tf you'd ilk© to 
be added to this list please drop an e-mail note to John S Davison at the address below. 



Daniel Baverstock 


d ba verstock@ ni istra 1 .co , uk 


Paul Bramley 


p . bram ley @ stud e nt .qut . edu . au 


Paul Carlson 


pau 1 arlso n<§>hn . se 


Johrtny Gh4*n 


jwc h an C2>c lara . net 


Kevin Cooke 


k j-coo ke@wpg .uwe.ac.uk 


Michael Current 


mou fre nt@ carl eto n .©du 


John S Davison 


>o h n_da V fso r>@compus erve .com 


Damian Dixon 


dami a n(S>te net . CO . u k 


Gary DurKJas 


da va<ian@ hotkey . n^t .au 


D©r©i<: Fern 


101 755 . 2443@oompu so n/e . co m 


Dean Garraghty 


dgs<^c la ra.net 


Joel Goodwin 


jgoodw in^ wj lco.co.uk 


Paul H«rl>ert 


1 4737S.07@swansea.ac.uk 


Gordon Hoop&r 


u a55 8(©f re e n et . V icto ria . bo ca 


Fred Meqer 


fm©ij«r(g>dsv.nl 


Ann O Driscoll 


anrH>d@'iol.ie 


Allan Palmer 


Al lan_Pa Im e r&b igf oot , co m 


Paul Rixon 


rixo np. ra iltr ack(S>e ms . rai 1 . co u k 


Paulo A Rodrigues 


nop2 5 45 0<^ nn>a i 1 . tel epac .pt 


Brad Rogers 


b rad@ pianosa .d e mo n . co . u k 


Nigel Tuilon 


npturto n@iinsn.com 


Manning Wright 


kof ta@ a Igo n@ t . S'^ 


Daniel Yeltard 


y h 1 S 2 5 30@stma i L staff s . ac u k 


Sryan Zillwood 


b ] . 2 ill wood(S> ex eter.ac.uk 
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contact contact ... contact ... 



8O0/4OO SYSTEMS: 800XL 
computer, 1050 disk drive. 1010 
program recorder. 400 'Maplins' 
48K upgrade. 410 program recor- 
der, power supplies, leads, manu- 
als, joysticks/ paddles, ROMs, 
disks, tapes, magazines 1981 lo 
present day. Excellent condition - 
in storage for several years. £100. 
No splits. 110 oHers. buyer collects. 
Contact S. Campbell on 01753 
536707 (Slough, Berks) 

LOTS OF STUFF: Atail S-bJt 
hardware & software. For list 
please contact Mike on (01302) 
834410 or e-mail hamster@global- 
net.co.uk 



SURPLUS HARDWARE: 8-bit 
hardware for sale, surplus to 
needs - 800's. 800 & 600XL's. 65 & 
laoXE's and 1050 disk drives with 
and witJiout US Doublers, plus 
other odds and ends. Please tele- 
phone Richard for an up to date 
list on 01202 256927 



WANTED 



ROM CARTRIDGES: ROMs for 
Atari XL/XE wanted, boxed with 
instructions preferred. Also origin- 
al copy of LEADERBOARD for Atari 
ST/E. Call Chris on 0049 2 163 
990329 (Germany) 



FREE TO SUBSCRIBERS 

The CONTACT column l3 free cjf charge tjQ subscribers who wish to seli their 
oqulpmetit or contact other readers. Space is limited so we request that entries be 
kept aa short as possible. Extremely long entries may be heavily edited or ignored. 
Send your CONTACT notice on a separate sheet of paper [not as part of a letter) to: 

CONTACT, PAGE 6 PUBUSHING, P.O. BOX 54, STATFORD, ST 16 IDR 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP 



Certain program Ustlngs whJch are too long to Include In the magazine may be obtained 
free of charge as printed listings to type in. All ptograrm are, however, included on the 
Issue [>lsk which Is available with each Issue. Remember this disk also includes BONUS 
PPiOGRAMS which do not appear In the magazine. If you would like the tjrT>e-iii listings 
please write or telephone indicating which listings you require. Please note that there 
are not necessarily extra listings for every magazine. 

Write to I^SrmGS, NBW J^TAm USER, P.O. BOX 54, 
STATFORn, STie IDR or telephone 017S5 241153 
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